




















SAY “KWAH™ 
CRIME FIGHTING OUO SIMON PRICE AND 
MIKE LEWIS DON REDHAWH'S MASK AND CAPE 
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SIMON AINSWORTH 
WE DEYLVE INTO THE CATACOMBS In 
PURSUIT OF GREEDY DWARF 














| owned an Acorn Electron as a kid. It wasn’t the greatest games machine in the playground, 
but it did have the best game of all-time, Braben and Bell's Elite, and one of the best 
adventure games of all time, Trevor Hall’s Twin Kingdom Valley. 


For a boy with a fertile imagination, and an obsession with the Fighting Fantasy books, Jwin 
Kingdom Valley whisked me through the screen, and into a fantasy world of babbling brooks, 
Forests, Orcs, Trolls, Goblins, Dragons, Kings and treasure! 


| played as many adventures as | could, but It wasn't until | owned a ZX Spectrum and Fergus 

McNeill’s The Big Sleaze that | encountered the same immersion with another game.A friend 

and | spent many weekends hunched over the keyboard, notepad and pen, determined that 
Sam Spillade would find the missing Maltese Bullfinch. 


I’m therefore delighted that both Fergus and Trevor feature in this celebration of classic 
adventure games, along with many other adventures and authors that transported legions of 


other kids to far flung corners of their own imagination. 


Mark James Hardisty, 2019 
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i,” 
Simon Ainsworth first started writing computer programs 
wee at Manchester Grammar School in the 1970s. The school 
ee was ahead of it's time, encouraging pupils to experiment 
— ‘with it’s PDP-11 and ICL 1901A mainframe machines. 
i 
® ~ [Simon] Before starting my Maths degree at Cambridge I 
2S @ spent 6 months working as a vacation student at IBM, 
ra doing a few simple programming tasks on some of their 

ae | in-house mainframes. It was here that I first came across 
| the Advent program, which I think was an IBM port of the 

= Original Colossal Cave text adventure. I remember 

teem enjoying all the logic puzzles and being impressed at how 

: the simple textual descriptions produced a much more 
= vivid and atmospheric world than any video game. 

=. 

a == Simon bought his first home computer, a BBC Micro. He'd _ 
we previously tinkered with a Tandy TRS-80 and Commodore 7 
| PET, but it was Acorn’'s offering that delivered a much 

¢ more user-friendly and powerful platform. Taking 
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inspiration from Colossal Cave, and influenced by 
regular games of Dungeons & Dragons with friends, he 
set about creating his own adventure. He devised a story 
about King Ardanga, Indomitable Lord of the Fiery 
Kingdoms, and a Greedy Dwarf, Arfa who has stolen three 
precious jewels. The game starts with the noble king 
calling on an adventurer to return his treasure along with 
evidence of Arfa's death. 


The name King Ardanga was taken from the Hardanger 
Plateau in Norway — chosen to give the feel of a northern 
realm. The name Arfa is just the last 3 letters of “Dwarf", 
with an “a” added to make it sound a bit like “Arthur” - 
possibly a reference to Arthur Dent in Hitchhikers’s 
Guide to the Galaxy. The name “Greedy Dwarf" is based 
on the line “oh foolish and greedy dwarf" from “Hordes of 
the Things", that was a BBC radio comedy based on Lord 
of the Rings. 


With commercial adventure creation utilities on the BBC 
and Electron still a year away The Greedy Dwarf was 
written by Simon from scratch using a combination of 
efficient BASIC with machine code that speeded up the 
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processing systems. The coding was pretty simple. The 
main challenge was the memory limit of the BBC Micro, 
and my first version was a bit slow, hence the need for 
some machine code. 


Another nice feature implemented on the BBC Micro 
version was the ability to assign often-used adventure 
commands such as LOOK, INVENTORY and TAKE THE to 
the machine's function Keys, whilst the cursor-Keys 
mirrored the compass directions of travel. It certainly 
made the game more accessible and user-friendly, 
complimented by commands like AGAIN - something 
that became a norm for later games of the genre. 


I think I added that mainly to help speed up the process 
of testing the game. You can probably imagine how 
many times I had to play it to ensure everything was 
working, and typing the same commands over and over 
can get pretty tedious. I did not know that later games 
had used the same idea — nice to hear that. 


Given the BBC Micro and Acorn Electron offered a paltry 
32K of memory - a useable figure that could be 


“The name King Ardanga was taken from the Hardanger Plateau in 
Norway - chosen to give the feel of a northern realm.” 


relevant table searching. It was also ahead of its time in 
terms of design and construction, separating the engine 
or interpreter from the adventure logic that was held ina 
self-contained set of data. 


The intention was that entirely new adventures could be 
created just by changing the data. It makes testing easier: 
if a function works in one location it will work 
everywhere. [Plus] the incremental cost of adding new 
locations is relatively low - it just takes a bit more data. 


For the adventure itself I already had a few ideas for logic 
puzzles, and wanted to include a couple of mazes [that] 
were deliberately harder to map than the original Advent 
game. I knew I had enough memory for about 60-70 
locations, so I started drawing a map on a sheet of graph 
paper and scattering hazards, treasures and puzzles 
around it. Finally the messages and location descriptions 
were added. The tricky bit was fine-tuning to ensure that 
it was possible, but only just! 


Simon wanted to deliver more sophistication to his 
engine over the usual and conventional verb-noun 
parser. His addition of adverbs and adjectives was 
something that was pushed by the game's eventual 
publisher, proclaiming the inclusion of an “unusually 
powerful command structure.” 


My objective was to [...] allow more flexible instructions 
so that the player felt they were having a conversation 
with the game. [...] The language parsing had to be pretty 
simple, due to the memory limits of the platform, so it 
was crude by the standards of modern natural language 


substantially less dependant on which screen resolution 
the developer chose to use - it was a challenge for Simon 
to squeeze so many locations into the game, and the 
expanded parser into the confines of the two machines. 


This was the main design challenge and required some 
very compact data structures to represent the logic and 
geography of the adventure. 


Despite the limited space, he was delighted with the end 
result, though Simon would have enjoyed an opportunity 
to add more detail to the prose and expand on the 
number of locations. The game was picked up by Dorling 
Kindersley for their new software publishing division 
called Goldstar Entertainment. There was a chance that 
commercially viable ports to other machines with greater 
available amounts of memory would support a more 
verbose version of the game. 


I published a couple of articles and ideas in magazines 
such as Computing Today which was edited by Henry 
Budgett. Henry then moved to Dorling Kindersley to 
develop the games software part of their business, so 
when I wrote Greedy Dwarf I think it was Henry who 
suggested that we turn it into a commercial game. 


The Goldstar adverts announced a “New generation of 
software” along with another text adventure, The City of 
‘Ehdollah for the ZX Spectrum. It seemed to be the perfect 
publisher for the author to incubate his adventure 
talents. 


I enjoyed working with Henry Budgett and his team, and 
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You’re standing at the top of a Spiral 
Staircase leading down to a labyrinth 
of subterranean passages. There is a 
doorway to the south-east. 


You can see a lamp which is off. 
SE 


You’re in an ornate corridor on the 
ground floor of the castle. 


E 


Two castle guards spot you and escort 
you to King Ardanga’s throne roon. 


Ardanga frowns. "How dare you return 
before completing your quest? Guards! 
Dispose of this peasant!" 


Hould you like to start again? (¢(¥/7H3 


HE 

You’re in the castle dungeon. 
E 

You’re at the foot of the stairs. 
H 

You’re in the dusty passage. 
HH 

You’re in the cave of echoes. 
H QUIETLY 

You*’re in the muddy maze. 
READ COMPASS 


The needle points west. 


[Above] Devious puzzles and the risk of a unscrupulous death await you in the catacombs of King Ardanga in Simon 


Ainsworth's The Greedy Dwarf. 


I liked the way that they added a lot of value to the 
product without trying to change the underlying game, 
We were all keen to try some new ideas rather than 
simply repeat what had been done already. 


Part of the added value was in Goldstar's lush packaging. 
The Greedy Dwarf came in an oversized video-cassette 
style box, with a beautifully painted cover by fantasy 
artist Paul Bonner, and an intricately detailed and 
illustrated manual. It was a lovely product, one that 
would have stood out on the shelves of any computer 
store back in 1983. 


Yes, I really liked the artwork, and I think I still havea 
sales poster somewhere. It really captured the spirit of the 
game and gave it a very professional look and feel. 


It was very warmly received by the press, Micro 
Adventurer commented that “there is [an] addictive 
quality which makes me want to go on until I find all 
three gems” and “I hope this game does as well as it 
deserves to’. Electron User mentioned the prose, saying 
“the quality [of] the location descriptions [are] varied and 
interesting” and “[the game] scores highly in my top ten 
adventures.” Perhaps the greatest compliments came 
from revered adventure author and reviewer Keith 
Campbell, writing in Computer and Video Games: “The 
Greedy Dwarf is a nicely presented text adventure” giving 
it a respectable 8/10. 


[It was] very nice to hear what the critics said, especially 
given that the game started out as a hobby project for my 
own amusement. 


The only criticism levelled at the game seemed to be the 
difficulty. Micro Adventurer commented that “the puzzles 
[...] start out hard and get harder. Perhaps the opening 
game could have been more inviting.” 


The comment about its difficulty is valid. I was really 
aiming for players, a couple of my friends in particular, 
who had already cut their teeth on a few of the classics. I 
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rather liked the poisoned sausages [puzzle]- requiring 
you to think about your opponent's personality, and the 
Cave of Echoes - which can only be solved with an 
adverb. Possibly there should have been some very 
simple puzzles at the start to help newbies find their feet. 


It was the only piece of criticism that reoccurred. It 
forced the player to make a map, to play some sections 
over and over to find the traps, and delivered an 
exceptionally steep learning curve for novices. Its 
opening gambit, for example, contained several 
unforgiving puzzles and situations that could result in 
instant death within just two moves if you strayed into 
the king's chamber or down into the depths of the 
catacombs without sufficient light. 


Despite the general praise and lavish packaging the game 
didn't sell as well as expected, with Simon estimating 
numbers in the low thousands of copies. Perhaps the 
poor sales could be attributed to the fact that the 
advertised versions for the popular ZX Spectrum and 
Commodore 64 never materialised. It's Goldstar 
adventure stablemate The City of ‘Ehdollah was also left 
unconverted, with the proposed BBC Micro and 
Commodore 64 versions falling by the wayside. As for 
Dwarf, the Commodore version was included on 
Goldstar’s mail order sheets, so the game must have been 
close to completion, and potentially could have offered 
those additional locations and puzzles Simon considered 
within its additional RAM. 


I seem to recall that Dorling Kindersley got another 
programmer to port the game to the Spectrum. I'm not 
sure what happened to the CBM version, but both ports 
should have been fairly simple since there was no 
graphics and the only machine code was for quick table 
searching. I think I was working on another adventure at 
the time, so did not get a chance to help out. So, they 
would have been straight ports, with no extra locations or 
puzzles. 


Frank Gasking's excellent Games That Weren't site 
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lua hiar-Mexolahuglelbnccrempcolaai- Wm a-r-lol-) adat-Law l/c ambamer-bauleibit-Ne 
was deployed by Britain's Royal Navy on its BBC Micros 
Koy me) ol-34- haley ar-lm olen g oloss\-\smcom eo) ceiace(-mdal-e\-aralersmaalsvam-bavel 
Vcohaat-saMiahdaM-vanccyae-hbabaalosale 


I was not aware of that! Thanks for telling me — very 
eNaahencynale mmm Moyccrienaat-meal-y'mit-yc-m(cr-vaaqubate matey mcomat-valel(- 
leaky coracles! 


Syhaqkosameohko Mevoyaahe)(-1ccmdalom-Lont(-sahaoncomalom\c-Mlsahabalem- bate 
Dwarf for Dorling Kindersley. It was called Raffles the 
Gentleman Thief, based on the same BBC Micro engine, 
Jo) han! Vand aMcyeyaal—mepe- he) qhkerw-bavemaaher:s(omhal-lolonhatoyamm halat-\or-| 
syhaqyoltcm o)Colamitahd al dats olt-htc-saker- bo] mr-low-Merssaldlcsaat-bamdant=yi 

Si tct-Lehae m (cai lke cosa me atom coloyaatcm\ahdahbau-W alelc-1em dole mat-lomce) 
ol at(om OLU ALi haXe - hicoylo mag} o)-whaM-t-Kolamey md al=m (olor Lekosarcy 
much like its predecessor. 


Hha\ccye-lordtatem/\andamoldal-) melat-ne-lelCceeRe- LM ChAw Meynmea(el.a'mial 
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1(=p.qr-ohtc-) age h dtp vom MY-(-1 4m Com c-ler- ll maahi@atel(-|Mat-lomi(-aimicy 
guests...or staff! The music was mainly on the splash 

You ¢=(-9 qa a=W >} 1 @m UN Kor com at-loMenc-r-Lmyolphalem-jehojeloyag-halem-| 
Shag ol(cMaunql-Moyalhtme-l.¢-t-w- icy) \m ohtacct- Com: (e) cm Mal-menc.yel ah ler 
Ve Tweet Wig laim comet e-\)micoroyme)t- Hal i/al-vaua-lepb(-t1t-rom oyimd al) 
EN 
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Unfortunately Raffles was never published, though the 
olUhget-mexoleK-maat-himciellmol-mieha.ahale mhameynaqvosaucw-5 col aUAiCcie 
After he finished he started to refine the Dwarf engine 
into a system that was fully driven using machine code. 
He called it MIDAS. 





WW al-maatolanicValeyaMi'c-tomcomaat-bahqavhy-mual-m:j o\-(-10m- hale Maat-¥.c-mdal— 
foxole (=m: hale Met: hr. m-t-mecey gah e}-Coim- bm oley-1-y le) (- ma c-r-Mamalem qqle)q-m corey aal 
Koy mu daX-Mol-hr-M-Valom al-yqker-W-Mejlele(-) ami voldlemxoyandal-mole-hiz-) aie) 
(pq o) Koy d= ws dab hal al microm at-lo mon qat-mlol-y-l-mcombaqheyconacmd alt=) 
[Ebates bE-Yo(-m q-tevolenahhaloyamm M-jall Mat Acmdal-meoyalenhat-lme(-ty lena] 

fo Kofeqb baat-vaumrcveyaqK=a/ a qh-1¢-mam Mal -t\-1- eo l- hice) Mevolen cy-Bu al-1q-B Rm ale) 
saK={-re Me oy a agt- lod ah a\-mecole(-B- bahia qaley¢-Mam'(o]m LOL mb Lie: Mable tal 
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- The (sreedy Ovvart - 


Three of King Ardanga’s favourite gems have been stolen by Atta, a 
foolish and greedy dwar who is thought to live in the caverns beneath the 
castle. 


Seeing this as an opportunity to prove your Valour, vou have volunteered 
to recover the gems and slay the thier. 


You're standing at the top of a spiral staircase leading down fo a labyrinth 
of subterranean passages. There is a doorway to the south-east. 


YOU Can see 4 lamp which Is off. 


take the lampl 


[Above] The 2003 Java version of The Greedy Dwarf. 


shale sbi Ye (<8 hale (-1ndal—meveyaqoyi(-yaolom-limdal-mat-vge| ob hw Laie Aico mu ab(-M Cod al-Bi-\-]Moymuat-moyalenhal-lmer-Vaqt-mm Ml a\- 
work. But in the days of the BBC Micro we just had JonKo fo f-t-j med at: Nitrate (Mii Twi b ie) eloyauhale moa) ar -arolAianale| 
BASIC or assembly language. Memory was a very Joy Coy VAt=) gcymr- Valo md qX-mi-Cormdat- Nar Mie- Manic. bom el-vecoyaah hate 
jo) cares Kol bE-Mexeyaqhaqkolohiqim-rom (cole mat-Vo mom aat- lcm -a(-vaimontara deprecated for security reasons. 
fefo) b hale 

It was warmly received and fondly remembered by 
I/WE DY atom \e- tome. t cos am alow aebadal-yaudat- hal el-sal-balemey-Hel-ye qat-bahimbamdal-w Cero) gamecolaahaahebabnatam \ahdalse)(-sahaimeyi 
ol=tcs eo patswr-b ale mhaWl Reloto Mss halo) am-\ecei-] olt-1em- ldo) (=m hall o}ae) [ort interest generated on the various fan sites. In the 
(oC=\1(-1 Ko} oy aaX-valq@eyale- Wl ey-bal.cnatemcncc1¢-saqm bam st-\epatet- loll w OKs Sh ale lag oX-yor- NU R\-meoy md alom-lerosnale m-hale mon at\-(elbBaomUr- Ate! 
IMbKe Kol (Sm at-Koic-ygale-lohiccsquabba-mevoyaliebaahhalem alicmeni-m- have! ica asp Koyalecyhaaleyalmoyassaar-uaehaaihimcole).ad atom \cclessshcomoleni sal 
10) <oni{=1e ma Colom aa ho cel amoym- mol al-ll(-taler-mcom \skJamcoma-1abnaamce) j@chdatoyandar-balm ole) aah com-mal-a\i-sar- halo maqveya-m-jr-le)(= 
Yo hi@csqhqunacm-Wondalolanalemosameav-ms{-1-] Mm \/RblolaM(-hu-samnnal Karol ah ake) Kole aia sonoma’ sid amd al-mctolUhcer-mevole(-m-iellm-hic-bir-le)K= 
2003 he revived The Greedy Dwarf, registering a new id al=y com iow: molesstsyloyibhqymdat-handak-mer-Naal-maat-hiacoiabnaalnamdal= 
(eKoyqat- thal iahdal-Mcit-\or.q@oymbabieyaaat-nuleyame-balem(-lebaelaunalem-| jAUNGUhg=monalol=yar-Naleldal=) mel Uni\-me-Balemcspaateyals at-ks 
Vics aslo) amosmdalcmer-baatom\sahaccsam hammer his: b fekoy aksske (=a =e m- Wm aake)eyl(—mi(-3 eso} ae 


BW al-waatcbhamaqtelehie-laloyaM ic Lmcomot-leleli-mitsndam ule Sy Vol hi maha qo wim d alm ohcololl-yqqmmm- baa .<-jolmeyd-ianimolbyim algal 
(fod ah alo) Kole ntar- Vale My-(-mn mr- Wa c-{-M =] os-JhCo Move) alt. Wnauhave ie! ahi’ ey d.at- Ww hae: hgelabac-loimeoymey-Nal ahalem- hale mmaniccriuaqteyane 
fe foforeMer-vaqK-mecoyel (ol el-veroyqal—m- meres aah qal-ycost-lmrd-1 que lay SEU rag evom celbidahabl@ateleley(-mialimat- hc -mcom cli bialelel 
s(Sahd aM -yqkolbledauatakcyh voy c-mcome(-yal-ye-1Cmcenaal-e-lehig-yaahinale| retire in a hundred years or so! 

revenue. It was pretty easy to port as I still had the 

ovale nbat-lmyolbhqex-mevole(-me- Vale id quhal qi Mm cloya-o mim com Guana: 

F Valo md al-vqmacoyaqm@mcontl-hic-Wmaat-l.ahatemual-mel-\ske nam qatey c=) 

fo) 0) [=Yea roy aK =y qic-te mM 


The game was exactly the same as the original BBC 
WN Kos Comat (=) estoy aba bake me (-uler-y chu lhia.¢-jo)madal-M ole) @- hale mK-1-| 
of the original text screen. At the time I was quite 
pleased how well the game worked in that format. 

ob aOR Me toe bbaccm-yhaaho)(-m- hale m- Mm oynmes able (-moyimdal= 

ie Walok- Nae l-Moymeaatolel-yeamat-Tiahimeceyaqiaqt-1 cert lmi-lem htop 










































DESERT ISLAND DUNGEONS 


SyhaaloyaWaWhal-\/\ColadaMctcrer-helstoM @hake ma cor-haler-Momt-loyiaahaldabmolbimosamdal-mloyalemicenic-ler= 
JaXoyaatow abacus) ahh omsihal.qcw- baled al-Mom ag.) e)el-10moval-Mel=ts\-) aun h-jf-balom’\ahdamoyalh)aeats= 
treasured text adventures in his inventory. 


As" C-1 LF Ovo) (oX-4--1 ROr-h'(- Me) mero Uh g:\-mam =] Uh mer hale me c-yaqt-yaqlel-y ar meld al-y melt- T1356 
=p qar-Kohig-y ahubha-tcyamm\ (ola g-)- 10h) Mem han c- 1-1 | Colom (ovate m-lefe). 


id avhal dia!) oyb let e-hdal- aye) ¢-leqaker-m aah! mere) ¢-Coll-m-).41 | kee 3i ome) alt Mexelevoy ale is 
hate m-vah(onimdql-Mefololeo minis m.Ualomhm-Nahimic-yaulet-lihigrelal-li(-yale(-remerat-ye) 
called Arfa tries to steal my sausages, game on! 
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Originally released in 1988 for the Sinclair ZX Spectrum, The Beast is 
MCcpd @-KOntc-yauabhaamol-sanal-rom onal balor-M\\ hale saimbaten/\mDlolered alqiapmaaat-lom-ll| 
id alomea-(ol-sqqk-bd.¢-moym- Wel (-F:}:}(omol-1t-(ougarcomdabenl(syar-nalom’\e-FsMey-bi-10 mesamdal= 
[oh aXem-ie- hale bbatembbdey-bauaqh\s-J(-) aime) mop le mer-ecm (oles-\-mh am DI-a(col aM -» eaaloley 
oxo bh aha atscse (=m Co) bmie-bamndal=mer-haql=m-kcm- Bie habkeyan d=) ole) at-) ako) ar- (oler-l| 
qat-\er-VAha\=om ole) q-1e Mola a-yoloyauhale moyamdal-manvhaqlebabhaqM-aic-sahecwo)maalomoy-Naltae 
aT) .<-fo oh} mid alomare hice) mcombarg-samby omeal-mal-\1 cpm ohiag ole ha-movosnaveslol-saver-e- bal 

oy aqbeaoloncmi-qt-sar-beea'(-1:Mo) aMay(olUb mol-11.qr-nalemGak-mevo}aut=sahucme(-1et alel— 

iu ¢-bake(=mat-he)el-sabnatem alct-bandatomralit-le(-moyml ab lolol-\eroyaalo\-mm Mal-mi-ac-) ae lelots 
‘ova comeit-bhaamadat-hundal=iqomat-hi(omolc\-salcylesalanatet:Moym@-Maahiacit-s elo) blmenasr-lueha= 
Wale Muaecwd ahisMes cor-Labncomeat- Nae patc-toMeakomer-haalomhecmel abllenalemond(—s 


The Beast was written using Gilsoft’s PAWS and showcased Linda's 
mastery of the tool. It was created for the 128K machine and made 
jab UKomeymdalom-hic-baC-Vol(cmaql=yaaley avaaitahd au hecw al-r-1al (hicolonemel(cai(-sam\Cosate 

SAR Wt £=) ded ©) atc a-Loitcy mpopaolene-haqhaqbnatemlephiahalemdal-milietscosameym-Nammnalc-liere(-vale 
hiaar-haqulommbalat-loyuccvomiaile-\o(-]pmact-l Giuhaal-Mellolel.@-havemol-r-NOhGRAblimtm@ey-It-naletcrel 
JOU VAN —t-am ecb aKon qar-Ksp have i hymen q=1—) ova] Colmr-bakem-luceyalem \senenatemaqt-r-Nalmdar-ue 
The Beast quickly became a community favourite. 


The press loved it too - Crash gave it 91% and awarded it a Crash 
Smash. Their admiration was obvious saying “The Beast represents a 
1qak-¥Ley ar-Kol abKcatc—saqKyahem hal ako) aal=renconiaam-lonic-) ahdena-spme)analephalemeole(—idal-sadal— 
Yo) o} abksjaler-Nakosamo}mdal=w 2/201) fom o}-as\-sar-bavem-balnanealer-Rc-laan\onic-)almelcolmce) 

joy celeb Col-e-Nambant-s¢-(ereh'c-m-Veatc-) alae ha-mopm-Mrc-sa\manlelameler-luna)mbatek-(-16 mam Mar-ht 
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along with The Jade Stone and Cloud 99 and a deal was struck.” 


Fast forward to 2018 and for this 30th Anniversary Edition Chris 
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Adventuron Adventure System complete with the help and blessing 
of the original author. Chris explained “I've loved The Beast since it's 














original release. It's so English with tea shops, village greens, church 
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reminders [to prevent] missing critical time-based events", he said. 
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Spectrum pixler Andy Green. He's added several full colour screens 
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The Beast was very successful back in its day, and figured 
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new version deserves to be just as successful given the efforts of 

(Gj ahatspm halel-W-baemdal-maalolol-saam-Voarc-sanabnahale mevoyaqhaalbbabiatam'\\<-m ako) el-me) 
see more conversations in the future, perhaps of Linda's superb 
Agatha’s Folly. 
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= 5; REDHAWK 


University friends Simon Price and Mike Lewis 
had a shared interest in computers, adventure 
games and comics. Together they created a 
superhero icon of the 8-bit years, the 
affectionately remembered Redhawk. 


Simon Price and Mike Lewis’ early experiences with 
computers were surprisingly similar. Mike lived in the 
home counties and moved to Broadstairs in Kent when he 
was 14. He first encountered computers and programming 
when attending Sixth Form where he toyed witha 
rudimentary teletype linked to a mainframe system at © 
Medway College. | | x) 


Though the students were s 
for studies, Mike and his friends spent t 














lunchtimes skulking around the computer room writing programs in 
BASIC. 


[Mike] [I was loaned] a UK101 computer [a variant of the Ohio 
Superboard manufactured by Compukit] and I remember writing a 
skiing game on it as one of the first things I did. I bought an RCA 
Cosmac Elf II kit for Christmas 1980, built it, and learned [to 
program] 1802 machine code. It had [250 bytes] of RAM including 
screen memory so you were quite limited in what you could do. I did 
write a Breakout game for it, but when you broke through the wall, 
the ball carried on through the program and the game crashed! 


Simon, on the other hand took part in a weekly computer club run by 
his enthusiastic mathematics teacher at a school in Loughborough. 
Predictably the club was focused on using the machine for logic and 
as a tool for calculation, but in the year of Space Invaders’ release in 
the arcades, he had other ideas. 


[Simon] I wanted to write my own game. However, interactive 
graphics seemed a world away when we were handwriting out 
programs in capital letters on grid-formatted paper. [We] handed 
them to the teacher for him to take to the nearby university [...] who 
would send the resultant stack of cards to the computer operators to 
feed into a mainframe computer. A week later we got a printout back 
with the results of our run or, more typically, a compilation error 
report. After 6 weeks I'd managed to write a program to solve some 
mundane equation and was ready to give up. 


Thankfully he didn't give up, and in the coming months Clive 
Sinclair's accessible home computers hit the market and Simon took 
delivery of a brand new Sinclair ZX80. He ditched his plans to bea 
chemist and applied for a Computer Science degree course at 
Stafford Polytechnic. In a stroke of good fortune Mike had also 
applied for the same course, and it’s here the two met whilst working 
part-time in a local computer shop writing astrology software. 


[Simon] For the third-year of the degree, our year in industry, I was 
lucky enough to land a job researching adventure games at the Army 
Personnel Research Establishment [a faculty of the Ministry of 
Defence] in Farnborough. I had a budget of £3000 to spend on games 
and computers. I bought more or less every adventure game 
available in the world at that time and still only managed to spend 
just over £1000. Inspired by work on Zork and Interactive Fiction at 
MIT I developed my own authoring kernel system in LISP and wrote 
a real-time text adventure based on an officer selection scenario 
used to assess decision making. 


It was Simon's research and Mike's hobby writing articles fora 
variety of computer magazines such as TV Gamer and Popular 
Computing Weekly that led the duo to consider combining talents. 
They decided to write a book based upon their joint interest in 
computer games, and during their fourth and final year at university 
they sat in the computer lab, hatched a plan, and penned a letter to 
Melbourne House. 


[Mike] [...] We hadn't written any games at this point though we had 
talked about how they worked and were both fascinated by them. I 
reviewed a number of adventure games for TV Gamer and wrote 
most of their “Adventure Game Special” reviewing Sherlock from. 
Melbourne House. [...| We approached Melbourne House with some 
writing samples and 6 ideas for books. They were interested in two of 
them and we pitched the adventure games one. 


[Simon] We got a nice letter back suggesting that we write for the 


Amstrad CPC, and they [would] loan us said computer. We co-wrote 
the book during our final exams. I wrote the software and a couple of 


SAY "KWAH" 


It may be a word that turns Redhawk’s Kevin from a mere mortal 


ibqhtom- Mos ahaa\-oualeslauanate mie hel-idal-)copmolehandal-mopalenhamosmm @\\\F a0 5 MMBnS 
rather straight-forward. “[It's] nothing terribly mysterious" 
explained creator Mike Lewis, “it is just hawk backwards!" 
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chapters; Mike wrote the game plot and most of the book. 
[Mike] On my Spectrum with a DKTronics keyboard and microdrives! 


Writing Adventure Games on the Amstrad was published in Great 
Britain and Australia by Melbourne House in 1985. Covering three 
comprehensive chapters, from the history of adventure games, to 
plot, structure and programming techniques it included a complete 
game scenario called Witch Hunt [where the player has to searcha 
village and its inhabitants for a Witch] implemented using the book's 
adventure writing utility - The Adventure Kernel System or AKS for 
short. 


[Mike] I had reviewed The Quill and Adventure Creator for TV Gamer 
but we didn't base any of our ideas on that. We were mostly inspired 
by the Practical Computing article [by Ken Reed in 1980] on the 
original Adventure game. 


[Simon] My view was that these authoring tools were too restrictive 
and required the author to work at a very low level, specifying lots of 
details that could have been automatically inferred from the game 


“[Redhawk] comes from all the superhero 
cliches and pokes fun at them. I wanted to do 
a slightly different adventure game.” 


definition. [AKS] was technologically based more on the MIT 
Infocom papers than on anything we'd seen elsewhere and owed 
more to my LISP game engine. 


Despite the book's exemplar content, wonderful illustrations and 
clear and concise BASIC it didn't sell as well as anticipated - perhaps 
the fault of the publisher and their insistence on the lesser Amstrad 
as the target platform. Regardless, it established a solid relationship 
with Melbourne House and Simon and Mike turned their attention to 
becoming professional game developers for the Australian outfit. 


After being unemployed for a short period, they were able to use the 
government's Enterprise Allowance Scheme to set themselves up as 
Silhouette Software [inspired by the black and white graphics on the 
Apple Lisa user interface] and coded a couple of demos; an arcade 
adventure tank game on the BBC Micro and the beginnings of a 
comic book adventure on the Sinclair Spectrum. 


[Simon] Melboume House had no interest in the BBC as it was a UK- 
only market and was dwarfed by the Spectrum and C64 markets. So, 
we gota contract to write [what would become] Redhawk for the 
Spectrum, Amstrad and C64. 


The game cast the player as Kevin Oliver, an everyday Joe who by 
uttering the word “KWAH" [the only word he remembered when 
waking up in hospital] transformed into superhero extraordinaire 
Redhawk, ready to use his super powers to defend the city from low- 
life criminals and arch-villains. As with all staple superhero stories, 
Redhawk begins with Kevin landing a job as a photographer at a local 
newspaper, and is tasked with manipulating his superhero alter ego 
in order to increase his media exposure and popularity with the 
public. As the opening scenes of the game unfold, Kevin finds 
himself in the lobby of the Daily Trumpet and meets secretary Lesley 
and paper editor Nigel - both based upon real-life friends of the 
authors. 


[Mike] [Redhawk] comes from all the superhero clichés and pokes fun 
at them. I wanted to do a slightly different adventure game and we 
hit on the idea of a game about a comic book hero [in a game that] 
looked like a comic. Nigel was another friend from university, but we 
only used his name — he isn't a newspaper editor! 


[Simon] Everyone in there is based on friends or people we'd met. 
Kev and Nigel were Mike's house mates. 


The comic book inspiration came from another string to Mike's 
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Redhawk arrives in the Trumpet Offices [Above Left] and meets Lesley in the first game of the series. [Above Right] In Kwah! Kevin returns 


again, and puts his tape recorder to good use in a tricky situation. 


writing bow. He had previously published an RPG fanzine called 
Dragonlords that ran a comic strip called RedFox. The artist, Alistair 
McGilvray expanded that into a fanzine of its own and Mike 
continued to write the script for it. Redhawk’s hybrid display of icons 
and classic typed adventure commands was from Mike's desire to 
create a different looking adventure, something that nobody had 
done before. Displayed on the top half of the screen there was a row 
of three panels in which the comic action unfolded. 


[Simon] We wanted a comic strip and 3 panels was as close as tech 
would allow at the time on home computers. The look of the controls 
was inspired by the Apple Lisa, later Mac, and borrowed from the 
rejected game demo I'd done on the BBC Micro. The scrolling clock 
was inspired by a Spectrum game - [as we] wanted to combine real- 
time with traditional adventure games. 


Complimenting the comic strip panels and real-time clock were 
other advanced features such as the clever use of randomised text [a 
feature they implemented to make the text more interesting since 
they ran out of time to implement Huffman text compression], a 
RAMSAVE and AGAIN implementation, a health and energy level and 
a quick way of entering frequently used commands. It was all built 
upon Simon's meticulous research and evolved the AKS engine they 
developed for the Amstrad adventure book. 


[Mike] Redhawk [used] an adventure system similar to AKS but more 
detailed and coded completely newly in machine code. [...] Simon 
worked on the puzzles mostly and I worked on the graphics. We 
developed the game on an Amstrad 6128 and then transferred the 
compiled code down onto the Spectrum. The system was designed 
so I could drop in the different libraries for the Spectrum or Amstrad 
and simply compile both versions from the same base code. Simon 
wrote the C64 conversion using a compiler on the BBC Micro. 


[Simon] Mike was the Z80 guy and I was the 6502 mug! The 
authoring tool [...] generated a relatively compact machine- 
independent data file that we then wrote AKS interpreters for each of 
the target machines. This way, we wrote the game once and could 
run it unchanged on each target machine. The AKS interpreters were 
written entirely in the assembly language of the target machine. 


They added non-playable characters with a hint of intelligence. As 
Redhawk moved around the adventure, characters, such as muggers 
and other criminals wandered freely. Having both studied Artificial 
Intelligence as a module at university it seemed a natural inclusion. 


[Mike] it was one part of the course that really interested both of us, 
so we worked quite hard on those systems. We wanted to create a 
real time adventure which had some freedom in what order you 


performed the tasks in. 


[Simon] There was more RPG rule-based combat than anything you 
could call AI in the game. Any perceived AI was in the mind of the 
player. It's quite amusing to look on YouTube at videos of adults 
playing the game and explaining what they thought was happening 
when they were playing it as children. 


To illustrate the comic, Mike programmed a graphic system that 
mixed the [well adopted] efficient plot, line and fill of other 
adventure utilities and added the radical use of bitmap graphics to 
depict the various characters. The bitmap graphics [and game 
loading screen] for the game were created by Carl Cropley, someone 
that Mike met through his comic book writing and was an 
acquaintance of fellow artist, the aforementioned Alistair McGilvray. 
It produced a concise and detailed effect, though Mike was 
disappointed with the sometimes-sparse results. 


[Mike] The graphics system was programmed from scratch. [It had] 
outline graphics that could be resized to give you different views of 
the same scene and different sizes of character bitmaps to try and 
vary the look of the game as much as possible. 


After 5 months in development, Simon and Mike delivered the game 
on time and to specification. Melbourne House released Redhawk 
[given the more comic book esque title The Fantastic Adventures of 
Redhawk on the loading screen] in May of 1986. Renowned freelance 
artist Steinar Lund was contracted to produce the inlay and 
promotional artwork for the game. 


[Steinar] I attended many of the computer shows during the 80s and 
I believe that is where I made contact with Melbourne House. At that 
time contact was mostly by post as their office was in Tring, 
Hertfordshire. Later they had an office in Richmond which made it 
easier to visit them as I lived in Southampton. 


His first work for Melbourne House was in 1983, providing the art for 
their republication of John Jones-Steele’s Adventure 1, published as 
The Classic Adventure. For Redhawk he set to work modelling one of 
his friends as Kevin for the cover. 


[Steinar] I wish I could say I modelled for the superhero [character], 
but nay, it was probably an adaption of body builder references. Asa 
kid I read a lot of DC comics which would have been the inspiration 
for the illustration style. 


Steinar produced 3 pencil designs for the game cover and two for the 
lettering. Two sketches depicted Kevin and Redhawk with subtle 
differences to show that one character could turn into the other. The 
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[Mike] Melbourne House were very happy with it a put a lot of 
publicity behind Redhawk with 5,000 “Say Kwah" badges given away. 
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think we invented something new that had a feel and mood all of its 
own. The long narrative never would have worked in a comic format. 
I still like the silliness of it all [and] the humour was definitely a joint 
effort. Mike was a fountain of comic and geek jokes and I provided 
the daft superhero speech. 


Kevin and Redhawk returned in 1987 in Kwah! with artwork from 
Cropley and Lund, and Kevin Wallace on loading screen duties. Our 
hero Kevin had been promoted from photographer to reporter at The 
Daily Planet this time having to face a new adversary — the 
cunningly named evil Dr Foe. 


[Mike] Melbourne House asked us for a sequel and we still had ideas 
for where Kevin could go next. We reversed roles on that one as I 
developed the adventure and Simon worked on the graphics. 


[Simon] It was our idea but the publisher was keen too. Dr Dave Lee 
was one of our lecturers and my industrial year supervisor. 


The storyline continued where it left off after Redhawk, with Kevin 
still battling to restore his memory, having suffered the strange bout 
of amnesia [apart from remembering to say “Kwah"] in his previous 
outing. Instead of recording his feats via camera, the player was 
armed with a tape recorder and could store conversations and 
sounds on in within the gameplay - Key to one of the puzzles when 
Kevin finds himself bound and gagged and unable to speak. 


The graphics received a small overhaul, but the screen layout and 
engine remained virtually the same meaning Kwah! took a meagre 6 
weeks to develop. 


[Mike] [That was] mostly changing the graphics engine and 
developing new puzzles for the adventure. 


[Simon] [...] We already had the engine and only made minor 
enhancements to the code. Mike wrote a great plot and I made the 
aforementioned minor enhancements. We spent much more time on 
gameplay and plot development. 


Despite Kwah! being a more rounded title, sales were disappointing 
as the 8-bit market edged into decline. With Melbourne House in 
turmoil too, a further outing for our crime fighting hero didn't 
materialise. 


[Mike] We weren't asked for [a sequel] by Melbourne House and [we] 
had moved on to developing other things after Kwah! If Melbourne 
House had stayed around, rather than being taken over by 
Mastertronic, then we might have developed another sequel. 


[Simon] We'd decided, like a band, to go our own ways although we 
remained best friends. 


[Mike] I moved to London and Simon moved to Somerset so we 
decided to develop our own games — though we still talked most 
days and swapped bits of code between us. 


Mike attempted his own fully fledged animated adventure and 
penned The Mystery of Arkham Manor, released by Mastertronic 


under the Melbourne House brand a year later. He felt that the 
company had stopped supporting the genre in favour of arcade titles 
and quickly became disillusioned with the idea of writing more 
adventure games. 


[Mike] I did work on a couple more adventures but on 16-bit 
machines — doing a lot of the coding work for The Hound of Shadow 
from EA and developing The Acrobat for Rainbird. The Acrobat built 
on the idea of Redhawk with a comic that filled the screen to produce 
a point and click adventure where you interacted with the actual 
comic pages. You could turn back in the comic and look at previous 
pages to see what had happened and even print them out to build 
your own comic as you moved through the game. Sadly, Rainbird 
were bought by Microprose who didn't know what to do with it and 
eventually paid me a kill fee for the game. 


After a bout of ill health and various software jobs Mike founded a 
small wargaming company called Black Hat Miniatures and a toy 
soldier company called Imperial Miniatures. He now works at home 
producing toy soldiers and models for various customers around the 
world. 


Simon shared Mike's disillusionment with the industry, and he didn't 
want to become an in-house developer as games shifted from a 
cottage to a more professional industry. 


[Simon] I wanted to write a pure text adventure and did Demon's 
Tomb [Demon's Tomb: The Awakening was released by Virgin 
Mastertronic in 1989] but the genre had stopped making money. 


He is now working as an AI contractor with a specific interest in 
real-time text analytics of in-game chat and state-of-the-art NPC 
speech generators using deep learning neural networks. 


They are still in touch, so perhaps Kevin may finally find out who he 
is, and the word “KWAH" may be uttered again... 














Mike Lewis 





Adventure - the original game as it is a classic 
pw hol av atl <a) mcm Orb ile (mice dalam C7-1(- 0.4) Mee ©) aX-Mo) md a= habiolero)aamer-baal=t-w im e)l-hic-\e mm colt 
SY 40 a9 4 (ole), Met mt =3 ah (ohi£a16 Molt hiahate mhmoyalnd atoms) ol-eiuabeaaW-halomian)\(-\sMenast-lun ke) ahesmanaats 
Return to Eden - one of my favourite Level 9 games 

Planetfall — because I never actually finished it 


Simon Price 


Infocom's Deadline - I've never got very far in it but it has the real-time element that 
1D, i= S E RT I > LAN 1D, 1D, 10) N e E O IN) S inspired AKS's real-time features 


fe hiked gl atid=) mam erb ile (=m com dsm Os-1(-b.4/aem Lola ov aliar-bahdatmaceabahia-halome|obhd.q'am lbl:im@bl.¢-mdal-m olele).c: 
Level 9's version of the original Adventure - because it makes me feel all nostalgic 

lh ghiolero} aque) 4 ata Com a=saabhalomaatsmaat-ias aah’ elt e-\-) anh al D)-1¢¢lo)am-m ke) aalomimel-1ac=3 4 

Kwah! - I've forgotten the solution and would have to solve it from scratch 


Our superheroes unmasked, Redhawk creators Simon Price and Mike Lewis 
are unable to say “KWAH” and escape the desert island. They are left with just 
five text adventures to play whilst they await rescue. 








SCOTT ADAMS 


VVAatchapksmdalosqomtssamncom i \sancm-lelolbhanhal cio r-baemcomsvecolum@.Ver-haal:var at 
o(ssahbbhaomucre(-salomoymdalow-lonté-) qlabhasmel-sahq-pme)al-moymaal= 

Ko) bhavebhate males bua-s-Mo)maal-maveyaql-mecohaayelelc-saunaloneiua'a-halel 
responsible for a series of games that influenced a 
o(ssaloy ac hake) ame) im olt-htds) acm-balem-loai{-) quaulaom-NOhdake) ace 


Yolo laa Vek haakcwyic-Fow- Ml (role phate ml a¥atcy @moycolenc-naqhaal=)ar-Larsluceyaalel-sae 

(OF: a Koya r- X-1K-(ero) aah aauenauler-huloyarcm-repbbheyaat=yahmr-halem=|(-1e1ngey aller 
qatchahobr-leidehanatemevoyaqhey-bahim@er-li-10m hall dey alol-MaOsameal-morosaaher-nahi 
qaqk-bhahea-baatcm alomcjaebaalol\=\om- le co)-s:- Mere) 0h) mem Osce)/\adal-sar-balem's\(eloloms 

(Ovo) (oX:57- 1 Ore hi¢--er- bale i=] Um hal (occmi\aheaWer-baal-e ae (om co) (om Oy ¢-t-Jalsaal-\er-VAnal-mel 
saw [Adventure] on a mainframe, and I was fascinated. I owned a 

sie batohta Kolo (-1msm-bavemd aloo lesaumt-iacmc\-(-m his Mot-baMi\sentcm-haWsloa-yalecic-maiael= 
fof-haat=moyamdal=m Ms acctolO mm monloha mal bhic-sal Com dal-m ol-roje)(-mi\dalomst-BKomimntcelbl(omel= 
hq qh oXoyst-310) (=m come (-1ar- mop colenc-baaMm’ is abled aM=y aic1t-re moyalmaal=ter-lehiatso}ms1te} ¢-lel= 
halo. lm ho) Qe aat- lol abbal-am 


[Scott] [The TRS80] had a new BASIC interpreter that allowed strings. 
lu ghale fw homey habhg-Mo)m-Mevovaqheyent-y at-havebl-le(-mdat-w@-ll(eymdal— 

joy cole na haah gal) mcoMojel-ye-1(-meojaManbiaat-hama-r-Vor-Le](-Bat-iaqhm ahd amdalcmr-baalom=t- = 
Koybhatembamel—-Lbhalem \ahdatahonaqi-yalomet- hc. Mm Mahim) \7-Cmdql-maha-muhaat- me gl-lom-| 

fod ah NaVer-M Com bE -w-Mevoyqaholbiccvan(-Wavegbt-le(-miahdaMdalicmi-r-labba-w-Valom mc-Valu-romce 
foo m-toyqat-iiqhiakemCoMely-M ium a{-Vkoyc-mdat- haem at-Vomeycolene-Raqhaal-rombaW@aCcy-vaale)(-1@ 
Machine Language, and FORTRAN. 


NVbahahatem-bale-lohic-salqund-mci-i-saal-(oM bl.¢-maa\-m ol-) aK-(oimn\c- hi Mmcom =» qe)coha-m- bale! 
(=F Na al oy colenc-baahaauh ale meso mcierolamicole).quby ond al-mosat-lit-sale(-me)meceyaayel-Keiuhale| 
id alomer-haqlom-bake Mor-ue-Whalcom- My aar-li make) aq\-mqqbon comm han) \c-l--baaleyhulol bhp. hm als 
lat-Xelr-\iubke (=e mm Cope tsws aalo}ium ol-1e)e)(-md alolbledanmndat- lun) \andale lena. lere-\s\-m vem MOnks).< 
drive or some other mass storage there was no way to squeeze a 

fo f-haakomoy mje KoraMt(olubhaak-mpaico mi Kol @orm sea ¥\y i 


Xekolad iy Waid alomanaqt-mdaX-y<- ic Lomalomat-nao Mol ahtc-@-hre-Wit-lell-w-nale mi Ro).aniie- ome alt= 
base memory for a level 2 machine. There was a level 1 machine 
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See 
= TELL ME “WAAT.T To Bo * READ SIGH 

I must be st Tupid, but I just dan“t 
understand what you mean 

ceeLete Be ai O DO ¥ H 

I ms m THAT direction 

=== TELL E (HAT TO DO 7 oe AT DRAGOH 
I don’t Know what a "AT" 

~ TELL ME WHAT TO DO *¥ Lack DRAGOH 
Hit <ENTER? 3 

—--TELL ME WHAT TO DO ¥ LOOK DRAGOH 
Hit <EHTER? 


Xo hig=iqhabig-lt- haved MMal-mr-vatai hacia bad al-Bci-) alow vated al-mer-Vaal-mdar-le 

pg elkolel=ro md al=mer-saha-me) qicomdak-maleyaql-mero) aa) eo) bit-)aecver-) alos nan aqt- hia elom- Waals a= 
treasure-hunt with a simple 2-word parser, but Adventureland isa 
piece of text adventure history. 





[Secret Mission] Originally called Mission Impossible, but later 
changed at the request of a certain TV series, it’s the first game where 
Scott introduced a set mission for the player to acheive, in this case 
stentahale mM ae cei =r-bamolt-halmsego)aal-My-lolelt-158 acm oleyaalen 





This ABVENRTURE'sS over. 
Hit Esaggiid.| for Texter Picture mode 
ee oe ee | 


Mil gX-M Ove} biahd Beverolumeroyalcir-baldaimaal-lo mom hanaledic-i\-m oh mmnalecelonbrosnalemalca 
ible} (ayeumeaak-Lacsy a-halemer-baal-jolt-Manham=r-\olamit-ie-heloyabebaly Mal-m Orel siaim a= 
pg 0] Koy cate aN (=i eae colekel=1qmaley age) mice) aim \andam-mevo)aahel(-> al oleh +Al-melat-nhal 
Wale mek-htapabies ahaxeatcel(-¥ 


-AC) 








HOY Gt 
THE PARROT CRvS: "TIDES BE A CHANGING 
MATEY" 


--> WHAT SHALL I OOF 





Nhe \ Cw Vohtc-1 qh abba) Com atom alom-batom-W clolad(-mo)m abtaamm Ml al-Mt-lcim@er-taal-mecore 
written by Scott and his first wife in BASIC, and one that tasked the 
player in recovering Long John Silver's lost treasures. 








AY Loreto Kolo Or. lx i(-] MM al-mco)bbadamer-baqX-W hamid al-Mc\-yel-\cMEc\-1 an hale-Mer-Foi dC) 
ihavat-Voyhc-rom@ohimd al-m Grol halmosm Oy ah:icomm M alm olt-hic-s au at- tm Com enamdal-micelelelere 
(orb b cc{omne ak- Lar- Ban loiccect- Hom @xolb halal ey) mda\-mel(-a1(-) mpaat-nanhenelt-luleyamolmuaal-mer-baalcrs 
oe) o} [=youesme cid al=yand at-SausKol-1-Meome satg-salmd alow lels\-sqke-mey mold al-s mel at-be-leltss ace 





Pri 













































































Sia Wale (Ole \et1-y'4 MDS ec anianale Royal anism (ohé-BioyaslonK-yalei-ty mel dloyaMmelec-late l=) 
Odyssey blasts the player into space and is one of the better games of 
the series. With a distinct Star Trek influence, there's a good sense of 
idalombnal.@alo team \ahealcvo}aalom-lol-jug-lo1mr-halema’gescer- 1m aVol-baahsbr-sye bom Oley Alice 





joycolehblex-vomitsidaWe) @olenmdal-imc-lmalolm-ac-ramnovadamecoy aly lol-yahale mio) mdal— 
game. 


aX] ler-twol—snale m caiColuehaleyar-Naimbal ahicwmaqhkerces-(ore) elem eo) colene-baahaqheatep 
Yolo] aemr- Lal qhicwah acl mr-Lacssqahelmecoyaliobacromedal-monalol-saniahakemaalqidakolelo)lolenymuar-ie 
Yoel lo Mol-terosqalow-hamenalonUrieatmccsaaqhelt-lc-mKovar-lohic-salabna-mi\aght-) cmacosaamdarlt 
jJeloyhalap Koya’ \c- 040 Maem al-Mc1~) o}-ha-Ne-o md al-m-lohtc-valabnc-Momt-y aur- bale m (olen tom hdar-it 
sVcolb Ko Mm ol-maalomcr-baalcmiidat-Necaic-sand acme) (-lekeyaaalinacoyaamdat-mer-haq\secm-valephal-mole 
ibqut=y qe) q-1X=) aa f- sy aal-ll mo) (-\o-me) Morole (=m) 0l-1enh sKom Com -1-(ol all alo) aal-mevo)aaheleit-) 4p 


Yerolad AM Tom etiam aK-maie hia Vo) ey coy- lola maqvesimoncelenc-Vaqhaauhatemedar-lit-yale (qm 
I shoot for what seems best to tackle the current issue. Here I was 
feng <tc ha have Mololdamdal-m-ouan/icla-m-Valomaal-mer-Naqtemolt-\ar-lmdat-mcr-Waqtmungal-mm mello 
aXe ec aken mi 'dat-\umdal-Mer-laal-molt-himiic-tmeloynate mom (ole) aul¢-e-halemaleiphg-rom| 
s/'oyb i CoM al-y-1o con ol-B- lo) (—mromed at-hale (meat: hur: lm o) cole nd—tt-(o molto m alolmua's 
other methods before this one as it seemed it would be most flexible 
ec him Com-1 0) ey coy. lel ad al-m eo} co) e)(-144m 


PWAC=) MAY \Co1o} eo} Memon aLOLU Ewe) (-Nahabhale mu auk-mao)(-t-- hale me (-t-slenalsm-aicolatc-\o mn alvolre! 
Vioyd.ahalemhaht-sqe)c-iccsar-balomudal-melendhak-moym-Mci.¢-1(-1vopam-Veatc-yahaebaomer- lire! 
Fate arcsyaabig=)t- tale eam Wae)olesale- me) (oled(-1\-magar-Wiebha-mahesalem-l.chamcom hes 
influencer Adventure, it certainly wasn't a port, but more a homage 
Vom dal-m@yco)/\adal-yar-balom\Kololetswmat-baalost-l.qom 


Syexol ud i aX =a'(-y ae ate lo Morey ahe- Keim shea M-sid al-y mer-raid(-yqat-na em han \colbl(omat-ha-mel-t-3 4) 
Wen g-t- immo) (=r Feng mcom al-Aic-Mol-\-vam-le](-mcomedal-\anahdamdal-yaqmmolel@im@aloat(-i¢ 
volexen bg ¢-1e mm Meal =\'¢-) cy N md al-movalenhal-lmvovaqi'c ha-M ie) at Gre) (o}-x-] MOr-h'¢-e-valo | 
Nec hauccye com agt-l.¢-maahimey'samer-naqten 


hu Kolo) .ar-Mabhadal=) acjb apaatoyahdalsmoymolf-hamtct1uh ale mM ol-sKola-MeCear(csalavig=)r-Talem\t- ES 
1qarcKo hte) an caiKar-koiom-bakemd alomer-baalcwom (= alendahvar-balomhalesyabcsarcomeKsarc-]Cojesaatcyant 
jolehar- cle e-bhamolameyocolam-maat-Near-lel-n 


[Scott] I tend to get very focused on tasks at hand. I suspect I have a 
Jovi Moy my -V-y ol- ce (1am had at- an d—ler-lae mmclom mi \olpllom' cord @-llmet-himeyal 
qat-Whavag-Vaq-t-w-N ae md al-1qmeroyaql-Maleyqat-w-Valom’ cod. ae) amerc-t-hubalem-Mer-Haal-w-hi 

| ako aqt-wnslom Me tKomc-y ale mom al-rel(-voim aq htm snicmmsy alow qat-Lol-miqel(-\-l@moyal-mel-hial en's 
aufobhavemaqhtmevenea-1qim'\cohd @hamdal-moy'(-yqm-Halemuand-t-ic-yal-comcomuunaqmimeyal 
unless we talked. I realized I need to make time for both. We came to 
FVaMmbbake(-vecae-haletnatem- hale m- Myer al-rolbl(-Mdat-lmnvolel(om-liloymoroldamr-laqhiktmunaal= 
and my creative time I needed. 


Luckily Scott was able to rescue his master disks from a fiery death, 
Nato malom- salem abicmi\ahicm ol-ver-hamcomephic-mevo)o}K=sse-Auie htm Comd al=th ana l-y alorse- bale! 
joLbEs} azxe Mot: Fst31-1 a0 toMe aco md alow olode)hlomelosaat-bhaltar- Wm aqt-Nlmeycol-sar-lohic=) aum hal 
SoftSide magazine. It was almost a year before dealers showed any 
ibquc=yqcss] apna Madar: hes asm \r-lomekoynate mm olUhm-aic- ahabr-liniae Mal-meyosaar\(-Nd-m =p col al-hale r= 
Wale m @uq=r-huktcom @rosaaqhelehahale meosaa’\e-ba-Meman'comelbleliijal-iazebhiagleleiceas 

jeyKod c-lo phoma Vonrcaralavice)(-alemne) a-Mialel-sanq-1(-t-b\—m 


ESYorol ud aM aX-y'al gh-Vo Maloy atar-y ColiPRyAt(-MUlet-valectm coma a-Mer-haal-me-vael MIN ic-Valc-vel 
Come (im al-sqq@hqicom-\-maat-vahimat-balekw-\molettylel(-w-nalometkonamanaqinqkemat-Natale| 
other avenues for sales. 


si aXcmopyalephat-1m oy-\ol.¢-\el-m iol m@aloa(-yalavig=l (tale mi\c-komsvo)aatsidabbave mats escer-lmopmaal= 
early videogame cottage industry — cassettes were without labels, 
latchalem o}qelohblex-com-haleme)bnatel(-\om\sudau-Mcyhaqholt-maygel-remhal-jeqvleleceyal-yal-10 

©) aKor-md aX=yimo)ole-bhat=iomdal-shapuhasimevosaahaal-sqest-lmoK-t-lemslerolaashaaheycentccromdal= 
jey-Kod.e- le phale mikey ad alm aalo) d-m->.4 ol-1eit-balmr- bale mepcey/\anate mhalcyo)olabisiuler-Laoyal 
consumer taste. 


RSyexolud Ww s¢-Vohlomcyat-\ol qin am@vailer-lefomeoyi'sal-lom ohim@ivk-Vanahimer-n eit: Be-K:}.¢-le mice) 
fexoygal=meno mi ‘anda mcvoyaat-idabnatem ol-rylo(- cmb balt-lel-|i(-1eme-iol-\-mmM Mal-meyalennat-ll 
joy-Kol.¢-Ve shalom \(-Meor-Vqat-mbhom Wanda \¢-Twe)q-ida'mcyh gale] (-Memn'(-\-) alana geyagl 

pbb alE-Vol-1I(-Tome-hol-m com eoy-loyimoroladl-mer-lermuql-lalat-lom-Mr-lol-1mr-lo\-B-halem-Wie)(el-re 








fo) bE\hal-tt-Mer-h go M- hme al-mco)omdat-\m@ol-t-1e1 a lel-re md al-er-haa\—me- tale m at-lom- male) i- 
Toh al l(=To Mba Wha xoy ay elles orey-ugemat-valenbatem 


The first release of Adventureland was a success, gradually 

ih qXoudcr-b-phale mbamcy-l(-\wa gos aa me at-moyalephat-lmeycel-) ey mb li arom.) ol-1md at: harslerol al 
received. He involved his wife in writing a second game in order to 

EM Coyle aqkos asm qat-baur-1 Monks) o)bNCMam ol-idat-yolsmaat-V.ahalemaUlsy okcmd alow ah ecianisyqat- lle 
adventure writer in the process. It was called Pirate Adventure, and 
they collaborated on a third game called Secret Mission before 
dar-ubspuake md at-hqmesasr-hahale mer-baat-ssmevoed(omral-](om-Mmrat-lelt-mnaleoyaqt-m-balemceyaaal=rol 
labksmoceyaahol-Bahim@avohic-sahacnc-mhahtsraat-huleyat-lmbamealcmr-limelmnyAce 


ESXekol ad ie Mi gt-Vo Md q\-w aXe) ol-meat- ha aqhtmer-Faqt-sM cole l (ol ol-Bab hale cey a ol-veje)(-Melbiacslo(-) 
1d gK-MORY WMP >yimat-baqtnavemual-wecoyaqvel-Vahimbanc-yeat-uuloyat-ldMMmiicKmona-t-haquiqvem ostem 


As Pirate Adventure and Secret Mission were both written in BASIC, 
Yolo) aus al=i=16 (=10m Ko meroyaht-saul auicm-saXesha-mnaicomaat-\olauhal-merolel-mcomaat-l.c-mne 
easier to port to other systems. The Apple II was the most popular 
sqak-KodabhaX=wnaWy keV so hamdal-mOroymolbhahameal-m-salommdal-e-lont(-vandeha-m bales) gelccicare 
shaq olhymer-l illo. 6 DAA ow) MOF. a ta cole hatemh ecm’ \c-himosaucom-lall-t-l1mr- me leyA-yal 
ohhasyasyahepele-hekelaaqhss 


SXekolad i toe lider: Coma Wagt-Wnahac-Vaql-M-Tiy-yqalelhiat-Valepbt-le(-megelene-haakaal=¥a 

E Wale Mom Ii coyd.<-re Moxey aqvel(-1c-lhiaubamqat-\olqunal-MC-havegbl-\e(-Mi'sndqlolbiaidal-mery-moyi 
FWaWe-Wyy-1 qo) amg bisfoptahate mcomagt-\elaubal-mecole(-)maqt-\el-maal-m(-qlephal-]maaloya=) 

jokey ae-lo](-mm Mexoybl(ome-l.c-mual-m-10/c10)/ 4210 mic-vecsloyalcw-valemolbn@imeyamoldal-valqveyqay= 
sqat-Yod qVha\-toM ahd aMd aY-\1-9 0) coler-t:-1e) 4M - LhYo Moh (ol ole) at McoM ovo] 0/4 Ac-1 010M Woy e) (=) 
et al, machines and later to Intel (IBM) and its derivatives. 


Since the BASIC version of the ADVENTURE interpreter was now 

fo) esse) (=) (paper: Aic=meYoco lama d alm cc\-1oloyaqmcom-sal-b am abismesd-t-heleyam\aidamdal= 

jo) bloleKom coy and al-muha:imenaal-mm han \c-tcalar- move) aahaa\=) cosl-l @ol-vork-sroyabmolene 

ohaat=id quhake maako} acm olault-bahdahgo)oylomem-l.ahaMmcom .¢-1all (1-10 Mom Rolo] O Mon i\s\-1e1 5 Koya) 
fohmdal-moyakeshat-lmaCencaralavigem-salepnal-m hha au4-(ereker-lm@veyaayolbhonates mdat- te 
hats) oyh dle Mold q\=sar-Nond alo) c-MemBAany\s-Komshaqholaiar-a hale hler-ico}mopmual-mabaal-tce-halel 
dalomcroyauntc-bdomelsaté-}o)eaal=saumeroyqanaqlenaniqyam @volel-m-balemel-1-Fwi\(-)¢-mcom ele 
shared with peers. Full listings of Adventureland and Pirate 
Adventure’s Adventure Builder and Adventure Interpreter featured in 
1980 issues of SoftSide and Byte Magazine. 


[Scott] My engine was never in public domain, by the way. Even 
though it was shown in Byte Magazine it was still copyright 

Jo) Co) C=Le1 K-10 MO) go) al—w at. vate Mm dal-may.Us) L@wm\c- Kw lag -r-loht mel pl Moy mel: lc-mcyi aler—) 
every time I released a new game, I usually added some new feature 
shauccyaat-lintam m-Lerem (icc Lm alley enim com-jat-hg-midal-lge me ltom Com al-lvomold al) qm mal ari—) 
laX=t-h goa goyaateagt-Vahim ol-co)o)(-Menig-) au dal-mic-- bem ako) me auice-Vaulel(cmiic he madly (eye 
| oXoloy=j mM Com dat=yh me)! aa Mer c-1-) cM UE Rant moymmdal-yaqM—yale(—ombyelol—ibatemd al= 

Korb halo (-3 ¢-Moymqat-V(oy mcveyannte-Va-W ale) eky-i-e 


| sp coyqauy hels1Om-Nalomoyahyic-aelsmaNohi(-vanabnd-mbaht-yaar- haley al-lMy-hi\mbnal ovacter-lel-salt-rel 
fon ge)/iadam-naloM=aic-sall ol-yer-halcom-(oht¢-saul\-mkey mer-haal-mcibloyaani\slosaksmageyaal 

patsy gat-lm- lend alo) ccm Mal-aiaololelbtslal=rom- mci) al-1-moymaleyabr-lehic-salabndomer-haatsts 
fo} ald a= hal (- Vol] mb Lol ale- lowre\-)- wD) ¢-Le fo) am- bale Wx 4=70) o} (orp 


But, Adventures stayed as their staple genre. Between 1980 and 1982 
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jabhatowaaXo} dome r-baat-rwaitcoyel (oll elm a-1(-1- K-10 ea (olole (olen Or- kd (ea WaT Orolo ale 
Strange Odyssey, The Mystery Fun House, Pyramid of Doom, Ghost 
Woy aavarsy-\ic-le [em iC lalem m-halem #m-halem Gro) (o(-yaln\(o)'c-le (=m =t-\ol ame r-baalomsy- hare | 
new iteration of Scott's Adventure engine, an exploration ofa 
different subject [Wild West, Pirates, Ghosts and so on], and each 

fo FWaqKemct- Wy and alow aat-FoiC-) abana goto hoKe-m alamo r-naat=jeltchim-licsaal-sauccmnancomear 
series. Secret Mission removed the treasure-hunting for a plot-driven 
qk-ba Cc HUAC- aw alm GXol erat mm balaqelonble-lom-Mel-hign ante! alm@en'cel(-mioya@-y.¢-h aay elt-we- bale! 
ato} al Ko) gg mexos aie: bhal=1o mo) al-moymslerolam-waaloycomhahualer-uc-himol-tslepalsrol 
jolbvaAl sted at-Whakce 


|p coyaamol-shale moyamd al-moibl:jomeymudalomislek-voler-haatcmnaloheciuaiayaWMii-1 com akon ianal 
dalsmqahlo lj moym hem aar-V.ahalem aheve(-moycoyahecmacoyaqmdal-meleleyaaubalematoyaal= 
oxoy aay OLont=) auaat-Nd.¢-1m@ololdamal=sq-m-bakemshaldal-mOfomm@r-baal-MeK-aa-]lo)el-sacm\(o) co) 
(oss qu qotacie- leo mer- bake Melero) aun ’)\r- fom alo» cex-yoleleyae 


| st-Yod q osm abicwer-baal=Waos Coma c-KeKosqat-Nd.ca1o m- bale maat-Na.¢-C-1ombnsyhavem ablcwmat-baalcy 
as was popular in the US where inlays featured those responsible for 
the title. Household names such as David Crane, Ed Logg, and Ken 
and Roberta Williams were at the forefront of player consciousness, 


“I was basically vain and liked 

Toros hake Mm aahtanat-baqt-moyamualomer-haatoe 

After all the work I put into it, I 
wanted folks to know who I 


"i 


Was. 
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(Gros aksyonaal=y emucolelrom=r-lel-sdarar-hyic- Wha eak-modat-baler-m com olbndelal-Kicw-hants 
subsequent games form their favourite designers. A Scott Adams 
game was a mark of quality. 
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After all the work I put into it, I wanted folks to know who I was. It 
oh Cold avoyehedaMenhi¢-mxoll cm-».qel—leir- Lalo) al-meymi\/qat-1m von -».40l-\eimm-Vale mala a1 4—) 
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(o [csi ¢-N ol K=ymm Oo} CO} Kass Ko) ak- | Mor- co loler-N com er-Kel.¢-Vepnalemeroyaqye)(-iccmitaheamae nil 
(oxo) Koloh a halt-Mtsc- bale ol-r-NOhUnAUlIMtm el colonbler-iom-Naar\oyd.ar- hale Mbat\-) aecMesata=yal 
qqkoy comhabakenicNUktcomiie-Fomd alowh alo dbksloyamoymr- Wm K-saat-l (om oe) dole-le ley ahisimeolamdal= 
aXe Anime coate- baal ol-10 We lear(-yalacigcllalem-Naaitce)yd.ar- bale maat-ba.c-enatep 
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male and females. Males are drawn to the picture of an attractive 
female and females were able to picture themselves in the game. A 
win-win situation. 
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fo F-Waqkeme-heal=) andat-a Mie liar- low Mcpke pat-hqbea-meyaMeal—mnalt-hiam sok -salguea—mellelelelosa 
Jimmy Maher commented, “It's Adams's indelible, lackadaisically 
Syahdauenssr- Fi eKkom \aghuhale moiard(omaat-haecie- baal olsm-ll Moy im abismer-baal=tom ol-idccsandat-bal 
could their maker's signature”. Scott had moulded a recognisable 
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fo \ecley-ty-w- vale mdal-yaM Mm‘ coleli(om’ vers moyimeymudal-Moyanaht-1@btjulalermm@lalentar ling 
1B at-o- Wey qat-llmeyahaic-y aid at-Lab lle My ol—lest- 1m oy-Nel-vandat- han iamd olen aal-le Mind al 

s Vo} cok-Moyamcomm MonCohamal.aqko)i'maloymoylomdal-mer-haal-m/voleltomol-midal-yame lol al-me 
|<) ol a-Volothale m colo) aqme hii qakce- hale mojo AC--menalal@ mecovellona maak Nahiaqqve) dom 
AVC Toe Wifey g-Vor lol b now c-r-lol-yar-llmaqh Munim. lakom c-r-lomeyatagt-Faly' moyen (=) aloo a lequloyal 
and some fantasy. I also was a nature counsellor in my teens. I lived 
Tb haahqat-yqcmnaMeal-mO@ler-1t- WA t-Laleyat- lm geyg- 1 a-1m-micelbidamer-Vaqhemm mjol-1alar- Ml (ols 
of time in the woods, swamps and lakes. I always enjoyed animals 
Valo mm al-\omaub baal) qelblMel-10-m 
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1X=Yol ahah Kor-lmodar-ll(-yale(-Mosmavhahabnalem-Mmevoyaqiey-bahiar-salomcen\r-haelmdal-m-sqlomeyi 
NDSTS HAM ahiswy oh cole hUKoGatAN GY ma )\-bal=1o Ml we KoM=1 aah elKohtc-1e maaloy com at-baloksm-balom=valenciccrel 
the support of Kem McNair as Art Director who had visited Scott after 
sVaghuhale Mankmoyi\samesbbhe-y amc-t-Volqubalem opgolene-baaMer-li(-1oMGlerie-lgmmeluauierelthate 
s/Vahd qld aXomexolol-mal-met-lit=1omhalcomeal-mevoyaqhor-Nahiar-nalom-kc}.¢c1om-Nahicoyalomnimdalcyys 
(oxo) bi Ke Mi aX=1h oF 


RYoxo) ad BAS Cayaal nic kom: bale haterasoble)(-w-haut-julom-ti\-1m-halemi ic Cm ceyalel-yaibl mice) 
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day. 
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Nohtccsquaphacmaqt-ta.q-0m Gt at-hale(otoM\(c)qom-BKole)em-Nalemer-haal=toM\i-sa-Molsrephanabhate 
to feature graphics, proving that classic text adventures were popular 
when illustrated. The likes of Sierra were starting to push the barriers 
and expectations of players. Ken McNair was brought on board to 
steer Adventure International's artistic output and a subset 

IWANo hicchahabad-twy Mi vomo)moyimdal-mo)aleshar-1Mcl-yel-tom- lim q-ler-yAic-1em-men he) abker-l| 
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Adventure [SAGA] label. It was a turning point in design for Scott, 
sVdqKows aXo)\ iia at-Kom com ol-lr-baker-e-NaM-a'(-1 ale aqvosa-mahabaccm-haqkolonalmoymaat-saqlolats 
between words and images. 


[Scott] Sierra was releasing graphic adventures as were others. So, we 
thought we'd see if there was an interest. Graphics were always 
added after the fact. The game was written as purely text first and 

id al-yqmepg-0) qb Korm’i-1 q-w-(oKe(-lo mmslommdal-Menc-Vo)ah(or-wal-ac-yalonganic-romeat-mol-cslenal 
process and were just used as an enhancement. 


Bi at- Nal. cabll\yaceyandal-molehaksjemeleroluashaleliblol-om-Mmorolaahaat-halomeat-lm-sar-lelicrel 
each of his games to be played in different modes — with or without 
ihqat-\e(-s-yam Mame pele) ahlercwmpamdal-mer-baal-\cm allem alomahhalecmey mellel—cwr-nalomudatcyys 
were purely included for illustrative purposes only. Scott was open 
jaquhatel=\om=yaloece sam com-\-1-md al-- he) el-t-lmolm elo)dam-l:) e\-(eiemcomolr-hanalem-nal 
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PaXOhic-sqhaen dom bauc=sear-Leko}ar-lMer-ie-l (ole selma @luhumulo)abalsvolaMcwr-leh/aaialiameys 
Crete, David Simon's The Stone of Sisyphus and Bob Laforte’s 
interesting Interactive Fiction [more akin to an interactive novel or 
qqhbluahe)\-trel alesker-mer-baaX-)mc\-yaltomc-ya--llmelblelbtslal-o ohiay~Umms(ocolaa-licre 
{eho ated al=romdal-mm Old al-yan'c-sahquea-tcMar-lo\-] mdat-Lan)celel(ommeroyale-whale-lohic-sqlabbacrs 
Va@uuccsqMblyhalemebeec-yq-yahqpaal-idqlelol-madatelecesam-iell@aal-(-iahalemeak-manlesal 
standards set by Scott's original series!" A total of five games were 
released via “Other Ventures” - John Rausch's Classic Adventure and 
Jyym Pearson and Norman Sailer’s Crowley Manor, Escape from 
Traam, San Fransisco 1906 and Saigon: The Final Days. These titles 
sVico com aXcaecs ara Lo le (-10 come aX-mopualesl-lmsyocola@aVor-Naatsm-lonic-sahqunc-mer- havo} ammelent 
two games by external authors were — Pyramid of Doom written by 
Alvin Files and Golden Voyage by William Demas. 
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Adventure language structure I used. They then wrote their games in 
this and sent it to us in the mail. I was very impressed with that and 

si Sfoyd.clom'Vahdaldal-yqqmenig-) ar- Moly qlole Moy munagt-mcom c-vabal-mdql-Mer- taal elie} c= 
we published them as part of the series. [...] Iam still in touch with 
Alvin Files, but I don't know what happened to William Demas. 
William was still a young teen when we worked with him on Golden 
Voyage. He had incredible potential. Alvin Files I believe turned his 
creative talents to Law, but he was also very gifted. 


heesBhahtasqcscjuhalemadat-LavcUarsnam-nalom'\/ailer-baalsar-(o mol aloy(- am comebkct-l1-) ale] (= 
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experience the same explosion in indie adventure titles as we did 

1d abicwspKe(=moyimd atom olopale MEO@r-baal=\-maat-Qol-m\snd aM Mal-m@lell molam Mal-me@re-Ye) alles 
Adventure Creator were royalty-free to distribute, but those utilities 
jaX=at{=) qu aak-bat-le(-1em comer-bhalee-Ceidleyam hal .Waal-)aler- mm Golem liom at-hiU-mce 
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creativity. There was a small number of homegrown adventures in 
the States, but they failed to incubate their own indie labels, an FSF, 
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By happy coincidence there was one adventure enthusiast that was 
casting his gaze across the pond. Mike Woodroffe [see elsewhere in 

1d ab ESwEStS1UC=} Ind alolse- ball abisMon/\sqmoxoyaahelenc-sar-) ale) oMiic-lom-6 ablefelunatemcomcibheyelars 
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ecoyaaM i baveht am agiac-lectiomaVoac-salevig-mmal-mee-(ol.q-1o me lo)/\samdal-me(-at¢-1le) ol-34 

Neko hassstomr- halo mcolo).q-1o mcomel-renhamhaaheloyaunatem~Waal=ialet-halmcleylar\r-Ba-mcemi=\-16 
dato spa hGns} ale qat-b4.¢-1 am Di Uhahatemdal-m o)gole-1}:Mo)m-)el-t-l.enalemi\ahdall avismed- hatch 
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that he was creating adventures. 
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Flbg-y-Vohtmat-(om-Myovan'¢-Vq-Meveyqahoy-Hah'@-lalem¢-l-meloyhalem (lM r hEMaler-yatyhale Mey 
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out. 


British hardware mirrored Scott's TRS80 — with a small amount of 
RAM and cassette storage as standard. His minimal-requirements 
engine was perfect for machines such as the BBC Micro and ZX 

Ss) ol=ei sab haqber-balom- Mm elblokobhatem ssatedbhJam-lent-sahueha-m-lehdakeyaer-li(-(oM sp ar-hal 
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TRS80 machine. Brian joined forces with Mike Woodroffe and Scott 
oversaw the conversion of his adventures to the UK market, 
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oh ahig-y ecW- Wh '(-]| Os me Colm Com-r-Naahel(-maahtaaheianq--lm@atae-Vale mel ahecmGna! 
newspaper) as well as an excellent curry. Allin all, it was some great 
times! 
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salacious press. In an interview with Micro Adventurer magazine he 
jo} coXeik- bhaat=ro mom el-mol-y1(-1(o)osnavem- Wm al-aiiar-(ohi{-) ahubng-menacr-icey alt-bakeser-lelom-balel 
an enhanced parser that would feature in his future games. 


[Scott] [I] just never got the time to give it the time it needed. There 
sVec bom qaleyc-Mel-yqat-Vakemioymdal-Mer-haal-rmaat- hal Cololc-mhary-(-vaql-lom- hand al-mungatomm hi 
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generally encountered, given that there was a distinct lack of 

hq baXe)ic-LakoyauehaMmabicweCoar(-)alavigom-sate sba\-em@r-baal-\cMonlomc\-(-)aqMaic-ta\act-baaloat a 
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Melbourne House Inglish or Infocom-esque demands. Later in the 
year, at CompuServe’s Games Special Interest Group [GamesSIG] 
(@Xo}h ahk= c=) aler-mopale-lohtc-sahqued-mer-haqkssmelerolumr-habave)onaler-(om-amonelel-iu-mer-ll(=rel 
SYNC7 GC amstatanale meat. hahaa’ \colel lo maat-icelameal-mc\e) eo) aii-jaer-lulejameymdal-mbabceleroyaal 
joy basis) @moshuhale m-haM=y.¢-haqhel(-mo}mmn Go) bmet-hamelomsvoyaq\-idabbavemtl.q-maat= 
following: PICK UP ALL THE GEMS THEN CLIMB THE WALLS AND 
GO EAST AND LOOK IN THE CRIB AND GET IT". What appeared 
ohKohaMmare|bbheomaqt-hvelamdal-mahtgel—n 
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Infocom’'s interactive fiction, as evidenced by his seeming 
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[Scott] [The planned] SAGA+ was more than a 4-word parser. It was 
able to handle fuller sentences with verb, noun, adjectives, adverbs, 
Jo) q=jeLex-yhuloyat- 1m o} ah ¢-t:\-t-em 1 Comm Op al-meoycolel(-qaM ie Rm omy cycoe elim eatahale mice) 
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Spiderman and Fantastic Four games that was in the same class as 
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Spiderman and The Fantastic Four were part of Scott's Questprobe 
series of games, produced in conjunction with Marvel 
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[Scott] They wanted Buckeroo Banzai to be a cult classic as soon as it 
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The Marvel Comic tie-in was revealed in London in February 1984 
sVdaXcsaMesYocel aan /\¢-miskcshen ate mdal-m is Me haley aat-luleyat-lamie-lol-mey ale im al-icem-laeals 
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Soro} ual aha qhs{=] 0 omr- bow alowyie-Nahecle mcome-1.¢-mdal-mo)¢-bave Moyalcom aloyaat-meceyaay oleit=y a5 
Nalem q-\ocolepabhsy-ro mW aVol-baalswe- kom ol-shqe moyaX-mey md atom aqt-ba.¢-1al(-t- lol) ecm .Wal 
audacious twelve game, ten-year licence was agreed, with The Hulk 
pencilled in as the first game in the series. 
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contact Adventure International. Marvel was very easy to work with 
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universe. 


The Marvel franchise has exploded in recent years, but even in the 
SO KsMed ak: ba-Coat=y acc] bled ale Fomsyoplel-yaqat-Nam-hale me Malm ehOll.qa/\ccsaom ahecer-lhimoleyeelt-ha 
thanks to large comic sales. Scott received a pre-release copy of the 
IWR Wards] Ob abhi (=) a:\om ot alent elke) ol-ront- Mn alo mbn{-10 Me han Coms d-11-1-8 del aM -1-\olameymudal= 
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1dat-hund alomer-haat—rcm\Colon(om-aicolat(—mhaal o}cehc—moh's—s ah aal-mVom atomic Natio me 
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in front of the FUR HOUSE. 
Tackett Counter. 
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Helcome to ADVENTURE Tf 

by Scott Adams Dedicated to Marin 
Computer Center. 

CARRYIANG: Shoes. Watch. Hard dry chewing 
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defuse it. Again, Scott introduced another new gameplay element - 
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IHpenetrable jungle. 


Exits: SOUTH EAST WEST DOWN 

Helcome to Adventure 16:SAVUAGE ISLAND 

Part I by Scott Adams,.,dedicated: Dennis 
ren 

—---HHAT HOW 7 os 
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a Royal palace. 
Aged King. 


I have been given only 3 days to 
YoU MUSt seek for a way to 
restore my vitality. The gold is yours. 
Go now! 
HMhat shall I do now? 
ia 
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cutt-throat pirates and vagabonds. Golden Voyage is a sparse but 
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MW aX-BsYos Cox-) ¢-) MO) MOLE hig ages coud (-MOr-F-14(-] I N-T ahale m hac halsjoyie-1dleyalmaceyaal 
Infocom's Enchanter, treasures are replaced by magic in Scott's 
J ol-ldeshalehhakemi\ah-ncomie-Naqmeat- hard alone b\-1cmyo)aal ome a lel aia elev AAl-e- bale 
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De hob aat- Val Koy col ale- bate MM Ml a\-muMqvhated MM aX-mol-\aihaMdal-O@l5(-\19 6) 40) 6l-B\-) a1-1F 


obs) ofo}syhale Moy md atom udct- FUR cots ake hah@ncey ar-laqvosa-mat-bae-LeActronaht(-yal 


=P 4 O1=1 41-1 ALO Mal oMY,LOV-Cm vale nh alcMicmurizle Mi Com hecmabllmolelccialdt-lem-balcMcYocoliam Mololel am iULostiloniticyam.Wolcr-LbLanaeliatmaat-\ol-me-havembllag-bsaatolok-laame-l.ccRolamdat= 
=m Gives the player the novel ability to switch between protagonists. 
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OEvVIOUS EXITS: 


—-> COMMAND WE: 


NSCLab beg com abe Vcc m Jt valol MM al-mbbatoysaKort-lmahenaalel-yau-mnaldal-mc\-yal-tcMmoy alas 
f=) Cor-ks{are oh ald alms => ¢-F-whahsjeqbnaal-sauecmaleyaql-morohaay olOnt=) eye l= aqleyaljee-htcre 


SYoto] aww hale (-1hloltm Co ccm kos ad al-m aahe-Nccmdal-yaatcm-bavemdal-meoyalespar-l@ ah¢-lec 
Adventure game. 





to be in ane see here & 

ee clouw I s@@ exits to the 
orth. south, east. and west. 
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Sy oh Ko l=s haat. bal MDY-cj oyhcomd al-Mcabhol-vat-LUAta-Me ne-yo) abherMmdal-miU-lom-] hale (-vanyic-ks) 
reduced to a rather a lacklustre and tiresome treasure-hunt. But, the 
fo F-haqX=mcxo) (oMm/\co1lme- hale Miswm Kopatel \imd-saat=saalel=)q-1eMenbl-mComGal-Mu-seensKomer-tanucel| 


(ol atch as olis) a 





i a=W oss am ve (3 ao [Moya .(-10h'\e-1 | bam ehsor-y o|- Wa dal- Me] loleyaql-14 MM al-manesl whale! 
series of six games from Clopas is based on popular best-selling 


ween text adventure genre. 


Syekolud mh atad qhk-qor- tym -).<-lom- Wale c-ler-ihi-lo ma coyaq Wut ha'c-l@- mye) oles gi eluley alive) 
Zs atae gat Wald] merelaqh (om ololo) mdat-\an ct meibhad-iahdatayausejoynalem-lale ml Me a-t-lel 
them all. I also got a pre-released version of Marvel Universe that was 
FWeroyaqyel-yqlehhengamoym@-ll mel at-he-\ei(-)a-mnaMmdal-M uF Varc-] Os auhi(cyac\- mm mie Nal c-re me 
1qatel.¢om-j bn Come atom (oy q-m mer-Vaqgt-Melom sida ahmoyco)el-vdhimi'ial-vaMl mer Aiucmdal-yaamqanis 
joLEhame- bale Molbhdubat-yomdal-wiah ej) @oco)aqilom ololo) miko) ad al—e\-) a (-t-mam Mal-y'mc-limd athens 
was totally acceptable. 


SYeoro] amsh ah (=rouc=ro Mm elK-sal aime) mero} aahkon ololo) .arold-mhalcomealcmer-haal-ye-Ravemci-ai¢-3e-1 
om dalomer-baaloMom LUV YAL=tw dale 1 Uhh a=10 Me) ol ronnie Koma aloyiiac=iole (opm aX-mol at-bg-Keits) 6s 
and the actions they would perform. For some, it proved to bea 
oha= hiv o}- Koran kop and al-maohralercm-lohtc-sanueha-secm-nalomolt-Aic-)acmdarNManyic = 
unfamiliar with the series. 


[Scott] The games were expected to be bought by the comic book 
fans so it did not prove to be an issue. Also, some versions of the 
for-Ngalom-lAcyom at-Yom- My aqt-liCq) mecoyaah om a-yoyghalamnaleinplo(-rom(VandaMdal-yaam 


As well as the clues in the bundled comic strips, each Adventure 
Ihahccyaat-Lekosat- lm a-i(=t-F\-ma Vr Fomc 64 0) ole) atieMohiar-bamo)sulesl-lmslorolamaVor-baats 
FXO hi{-sahauhacm whhqi@e sfole).qudat-humelt-hic-sacmorelel(om{-1 alem-hi\c-himname)ael-s ance) 
receive cryptic clues on game solutions. They were hugely 

1b exer=ts3 001 Mea bnaqKelendsre meen at-hic-mc1o](omaalo)d-Mece)oy(-1meat-halmdalcmer-haatoes 
themselves. 


RYexolud MO@Lo lol him-sqlolbledaMmcollcmiidalomeibl(omeoyhe-Nc-mdal-Mer-Vaql-muvelelromrallt 
fo)bitamd al-m abigail ololo) doy am aihahar:) ql—\-1 am sf-(el qd al-yqMero) oy(-1a-m/(-ye-Malola-nic-wle-le) (= 
> Cox) 0] Ng boy cha l-t- M1 Come halo Mihm! coy) l(o Mecol-1 myo) aql-ro)al-malaqi-e-halem-yacoyamve) 
fo fom aat-l.¢-m- Mero} opt mio) elo) aqt-co)ak-M-]\-ma Malo auhai@ololo) @itc.tw-lcromaaheliaiagy oy-le (= 
A's ah Cod ale qat-Vol-mere)oytanalem qaleyd-a—y qel-yabcyal(—m 


[Ubabcoyaqbnat-ic-l\igmi\sieau-Sam-reropaloyaqhkomecoy)\sahaueaambamdal-mOlomislel-reler-haals 
market, QuestProbe #3, The Human Torch and The Thing was the 
1 ESiater-Naal-meamdal-ec\-yal-cm a at-darsecelumeroyaqhaat=ycerl-liaianccitcr-ly-16 ba Maomabarel| 
game incorporated the more sophisticated parser and was perhaps 
Siero) automa akolsimexosaaheltsiccm-Voatc-salaen comida. Mol-1ac-saye)(olar-bavemdal-matoh'c-l| 
VoyMnhgria Koma lah tol aimed at-ba-leitss ees bCel.ahale meak-mud-savemoymdal-maat- Se) aiatmeyi 
licences, especially where precious character licencing was 
concerned, the player [even as a Superhero] could die. 


BSYeto) ad Mi sey a -a(-y ata Coatc-yqlabng-m Monto MmM-lAnic MAM ic halt-vomcoMelomcroyaqi-idqhhale ml 
1at-Xo mm alolmeloyal-mhaW-Vahia@ ol a-yialoler-mer-Vaqk-mmcynaler-muql-ya-Mi'c-y¢-maaheluaye) (= 

fol ake Wc Vod t=) cha a Tate k alow gol) im mer-vaal-Mejom ahdamecoyqiecellnhatemat!okeymaal-y qq) 
have Mian’ coyd.¢-le Melb hdaic-1a'ami'(-1) Ol Oo ok Aiabale Mol at-he-(oit-iqcmoll-wal-Ve)e\-vake-llmdal- 
time in the Marvel universe and frequently they come back either the 
tN al=moy med at-Walet-ro mm E-Watc-lmal-ai(cymlat-Vom- lam iel-mahdaMmdgh ice 


Retrospectively, the Questprobe series seemed somewhat lacklustre. 
BM alomccsakend ahime(-arg-](ojeyaqK-salmanaq(-mieyaval-mer-baal-Mai\sieam- M16 elelm-hejeycen'e-l| 
Je) coker =t-som- halo mad al=w-Lolonhuloyamoym eo) cole lb ceid le) ame) mero) anton ololo).<-m-balemoldal=1¢ 
jey-ba- he) at-yaat-luk-mcom-1bhe) ele) aud al-ma-l(-t-bi--llm-olol-\omcomdal-maabiuc-Lecoya ment 
oxoyh alos Kok=yo my \ahdalr-Mcjabnaale)uhale moymsy-I(-tsw hale atm Os. @r- low \UBl.¢-m')\Lololehgeyais 
SPeVe (sya AYmaiie- WACsL0 Mn Koy amer-Baal=\cmcomablnnlmeat-mel=yqqt-balemoymudal-maleyaa\-maat-Nd.¢-10 
The next planned game, The X-Men, was started but never finished, 
ldalolbledamabeaalolenauicmdat-har-nauhalerosaahe)(-1¢-mi(-) e-srosamciall a» ahem 


Yekolud Bsyoyqal-moyand atomic. haut alem coloyaatMi'c-) ¢-Mency-1c-\o W-Lo'c-1 Nm Keevoy gales 
the puzzles. Also, the final puzzle was created. I still have the 
oF \e-e}- t= emr- Wale Modi ol-Mat-lejoyimnm iy t-Vatc-lmi\rhaht-romcomeveyaht-Vormaql-e-lelelb lami, 


| oto), chakem o}-lol.ar- hand al=mer-haal-tpmeatsaianist-1mbl.dom- Mm aauicts\clomo)ejeloyauehanagiam Mal=a's 
A V(=) coms a= he aX=s ag 0) (old =tcs-par-W alo Mr Wtc-s quel (ce) mcvolatahalem-hdeyhuc-Vavm olby4Al-\me-lealssa 
dat-halmc-l.@halem-\ontcchane-le(-moymudalomitcoyaler-sauelm@\/e-Ratc-] MObabats-sac\-mm In l.< omy Mal 

fe Co}o) oyimdatolblesabamaat-bah'mel-vo)o)(-mneyalolhiaazsaqt-saalel-sand al-mond(<1:M ol-(er-1b\-meyi 


1d atomsyole)(-re1 a aqt-hatos atemr- bale mdat-hmer-bamo)alarm@el—m-Mmelelelomidabhale muaan \£-foa-l te) 

vo) also) md alomci=) alte ak: hepeyoro) amma (-10 mM Kom o}co)aalel(-moyaicomeat-mbn eleceyaqunate my Rots 
bit machines, with an Atari ST release being a particular favourite of 
labiswwy aw aXold alt=) ay ol=y qcyoyar-l@ablesaltelquem-bavemoyal-mudat-lunyocolqusicmeatesq-ronlelars 

je) colo lomo) mismdat-Las al-merolmmcom-yo)el-1-banhamedal=mer-haal-ie- bale md al-meve)aqhkersw-lomdal= 
Chief Examiner. 


BS Xekolad ie at-Vom-Vaniec\iccmcshepal-lemaqt-WiM-|Come- Kms yorolam \el-haql-pm@van(-4i 
PNohigcvahaund-y omni at-saMe Merc haat-menom)ahdaMdal-M@lahl-:m-pe-baqbigt-auld(-mealyts 

EY clo aati ah-ig md atorblosaimdal-melat-he-leq(-yamaqtiedahm ole) @alcomm Matra 
ible fe f-titcvomdgt-land aly mecolelComor-ldi-y eam. lacs) maqt-Mmd al-yh@e-lauhimr-1).<-le mice) ae | 
joyergb hc m dah lol aWi'comaat-Wi(-ro med ql-yaq em @yaWa-er-yholmd alate yj oli (clo md at. ial Mm Cole) .<-1e! 
sufficiently evil" and that they could use it. 


Tragically, after the release of The Sorcerer of Claymorgue Castle 
bbalubKel qva-oht(crahqonc-malbbaalol- au acy py Conic-yalabba-mbald-saar-nuleyal-lm@ciaenaqie) (re 
ihquomoy-bal.cabhe)on'aum M al-m Ole m-receyavosaablomele)/\sanueheambalnclsr mir beoiebaat-icrel 
Vom at-hiccme(serhaat-ucore mealcmiale(sroler-baal-maat-Nd.¢-10l hia Mcit-lele(-1ahale mo Nem oh\s 
ckctome-VaMnaCohblsieatmd atl \s-Wwn co) ad al aaKoy acm at-Valck)oyiltloyamc-llmcom-Mic-llb(-Meyi 
LOR] eH KOLO} abl aCoy aM M aCoyeled atmdalcwaat-a.¢-laraat-himalo)a@lat-hiccWel-l-yalrat-le)(-m ce) ar-| 
atc Ncon\ecacm at. ahene-\oidbha-) am Koy ar- BsVopaarts-04-m 0) colekbKer-) a hmeroyalanalec-lomce) 
grow, just not at the predicted astronomical rates. Companies with 
1Xzxo1 aha ole) dq Mot: baal el-mcje lol alr lw auc ham-balom @xrolaahaaleloloyc-mciUnaicsazie me nacr- Nani aunt 
J aXoybiCohaWa ak: higom-baKsLoitciom-Myaar-llm-balom-lepl(-msvopaa)\r-baom ole esyhalsrtoe1 0 lol alk 
PaXChic-sauaen com banc-ygar-heleyar-lemelenendal-y'ani\(-) cm hal e}kemecolbloli-n 


BSfekoh ad AY Mich Coal hea ab halo (-lom-valemonlom qlolaolbna-vatoyele salty (oK-mcomy'-r- hd al-1 4 
ofo)aahabbaqt mm Mala) che-MiCcatmeytemeleyisquabiaqmiamdal-muqlehbtiaaia-lad abl: 
Lahaq\eme-Lwagt- Soya ol(chig-vecmelqejojel-lome)biam plolaceyaqminat-Wi\c-T-mdat- lari’ 7-w oslo 
Jo) bE shal ttre flor EsLoy atm qat-lol-mohimdal-mecovaqher-Vahimen mal-y ecm aatow-Valemaahima lances 
[...] We outgrew our revenue stream. I recently read an excellent book 
by Phil Vischer called Me, Myself and Bob. I could relate greatly to 
s(Sdat- 1a oie mm Colt. sa colokbleiuloralmi-iaimdahgeeledame-l mam aahhgcold-omlamaat-lanis 
ways what happened to AI. We spent money where we shouldn't 

atc hiccw- hale Mob lohamarjol-valomhuni'(-1¢-BU-wcdalelb liom 


After the closure his company, Scott returned to systems 
joycolepe-naqhaqhnalem-Nalom’\c-salmcomecoyaljoluasce)a-Wic-Nal-1q)mesmeneaalwnal 
Wisconsin. In the late 1980s he worked for Starsoft to help them 

oxo) ahic=s aumdal=yh me r-haqX=ssm Como) da\-saye)(-1eke)aaatMam a1 0¢-1t--Me) miele of-1 46/2 aa Ole) ke 
Black Monday, Stock Market: the Game, and Psycho all have Adams 
hale aX-meos doco phase 


IS Xekol adil Rote) ciate mh a-14 cos: ol-fo1mdal-Mellos-shale mo) m@ Wim \c-K-Moyal-Mey md q\-M ol- cis 

id ahhavet-Mdat-\qlak-\o}el—yql-rom Com qal-mm Mm C-r-Veql-romeat-lan)¢-w-la-w-l ime) al-mal-r-badel-r-us 
NIV Mma goyaamel-r-idam-Hale Mey alm oy-leme(-esiyloram-Mi'c hmaceyaqmabat-balerr-lmabibau 
(Fhe allom vom olbiaaahimaqbe-iahamii-.1 ew hale mdi at-\Melal-bale(-lomaahtm@unic 

1a qa qqtevato lo) bi-1hi am ham Ml at-YoMexoyquanahec-yoM ol-ynqlem-Wr- bale: ju lem-j0 lever-\t yal Malai y 4 
si\coblloMak-ai(-Mep cen tsaMcyorhahavt-lihiam a{-ler-1Uhy-meoymdat-lmer cK ame m-atc-vanabr-liatg 
meet my current wife Roxanne who I did not even know when I 
ron! Va aliro MW Vot(cvahapia-Mmalt-yaqt-hu loyal: lms) alow at- bm ol-i-1qm- bam hakenc-vollel(-maal-yqlemnal 
1d a\-W of- (1a 10 Moy moat (-1- 5 cel bo WW aloj dal) aubagl clear. haimc-\o1mlmeal-w-lolobhuteyat-l 
children we now have, I would never have gotten to known. [...] No, I 
FWaqmese-i¢-ynbl mies an’ dat-naat-heyel-val-vomnamual-Mor-l1m-lalom My 'colbl(ohammelat-vale-mim 
Ultimately 100 years from now, none of this matters. What really 
matters is preparing to spend eternity with the One who loves us 
qaloya-mdqt-a-bahicoy atomic cate) im balem ic Falta ol ol-melbianaal-yalon 


Yolo) amcwer- Hida at-FMel-\csambaliuaubaat-yahe- laa auicMenicm- haem al-mevolel-(om-ma-saal-l.¢~ 
oy Cabra e mom th c-lcom i lale mhaA0l0l0m- hale maa-salr-mer-haal-mer-l isi halal-yale-laras 
bRaks) obhdzromohiadal-m.@halemUr-baal-s:Wai(-s4-5ko)amoymd alow sslelt-Jmcie-hat-romhaMA0lOke- hate! 
ebabisalcromhaWAeh aoe 


[Scott] The Inheritance was me trying again as a solo author, but 


i) 








fon g-y-hubale myoyaqtqdauhatemyhaahlt-hamComaqhmelt-F1-y (ome r-aal-\mmM alm vate mat O LUMA IC hs 
qo): lowe folole M-Km mic. Valc-remm-yomdal-mer-Vaqt-Mat-kel-t-yaMm i ahdarele-Munamacoyaqmual= 
market. Lost Legends of Redwall: Escape the Gloomer, though, was a 
team effort, and one that I am very proud to be a part of. Itis so 
fohbac=yc-yqugnageyaqmdal-mc-yqur-lohi-valubia-Moymdal-Mt-Limecyalaehatmdal-Laan-maraico 
trademarked a new term for it, Conversational Adventure games. 


Gloomer has been developed by Scott's latest enterprise Clopas LLC 
baatcrchabbate mG] (oya;mcomdal-m r-id al) auucolaqmuco)abal AObyAolmcolenalel-romhamzUbleab isi 
VAOKWAF-\ohale mi\and al abice- bie) a-yaaXcsqualeyal-romy-1evey ale Mm \sniom cop ¢-nahalce 


[Scott] Besides being the impetus for Clopas being created, she is 
Volek yimic-y qianaqub lola’ a\-m a\-1-bamoymual-Mevoyaqioy-lahia- hale MAtcM Ale onc -jlel-yahmeyi 
Oj el=1¢-hu ley ale 


Sid a\-m- bh aa ism com ol-m- Wr. Naabl Airey alt= ahtcremer-haql=som o}aolelbkel-) amr halo mdal-ai marca 
joxcbaual=y coro mi \aheaueyosaat-Mer-baalstom salem at-hccm-(ole|bhhazlo md al-m blot aterm com dal= 
New York Times best-selling and award-winning Redwall books by 
ishak- baer: Lore 16 -\sMeamn dale at- two) (om-Mcie-\elel-sahale mofo aahiiskeyamevo) oi(--e 
Gloomer, loosely based upon the book Mossflower adds to Redwell 
Co} <= make ale aX=ai\\med at-b a-leitssacm- bale Mice) aid bbal-scmm hace hie-bit-Voltcmaakele(- aa 

jole-Lakey aqaksmcjo Kel ar-Fomohcct-baame- hale Ms LOlow- halo mat-lwacrer-yahdarar-lekek-ieMzU(—9.¢- coy lect 
integrated support. 


hale: ta) icopateK-saublmo)ablt-Nahdahgo)osKeme(-s-1u0ha-pmclerol ams al-lo c-rer-s ald AimeKopar-1Cc1o ml abhs 
=) aha hasw- heel abAicomcom \I-\)\an Co) d.acmole coyale Mm \/RD I-10 beam Kel-aicold-io mcomdal-Mablsivey ats 
Wale m=p.qelcolc-huleyamoymolt-hid mu bamcolc-lem-Mmexo)l(-1eiuloyamey mm MLO MiC-yaqkcmnalelib connate) 
1dalomar- Nd eK=ts1qu a aloni'aale of-lel.c-le (romero) ohimey ma learc-yalarigal(clalem-NaleW atle-te 
Adventure have been gifted. “Scott Adams's Adventureland was one 
fo} md aX-mubasjqmeveyaahaa\=scest-liaiar-hic-biC-e)t-mi\c0)d.¢Meymhaut-s4- (ele hi(makelakoyam-balenr-) 
1a ab l-mer-haq\-bxelat-nalet-squnaMaat-m olbnde(-1o)aunatem el-)e\ear-lmee)aaheletcsaer-baal= 
market,” commented Jeremy Saucier, assistant director for the 

haley eat-hekeyat-lm@x-sait- ance) and al-m whhjcoya'me) im -t-(eiu ce) abkomer-baaley 


[Scott] It is supposed to be unveiled this July and it will be interesting 
Comy-1- aho)/ a Las Kw c—ler-vhic-ro Ml oht aid a\-m ol-voyo)(-miahihubate mal mele) mr. Mel at-laler-m vom. lire) 
Y-Yomd alo toy c-lec-w-Vake miley c- Vata el-1quhatemual-mcyec-ya\-t-w- land al-mslaceyale mAb It-1b haem 
ada zy c-Mvod alolt-Wecme (-1m com c-t-1-)- heel amd al-mie-Tjmeve) i (-eqa ley al-w-ico)q-le md al-14-ma 

pq ol-roumd atom iccyqatm moloyat-hi-rom alimal-inoM-ronhatmavndela-Me(—yal-ye-hulolatcw-lelelb is 
daV-mhabint-lM@oynadau-valemcolbiatohbatemoymdal-Maloyaql-mecoyaqyolbit-yanqat-tg.(o1m 


Clopas have also recently revealed a teaser trailer for a new 

iqcyhagk-le phate Moymeyocol ame) alephat-lm-lohic-salaen asec Kon(cyalacig=i(-14lem.@ ha wK-mcel cel 
VAAN oh Moo) bhaqhauksjarsiqor-bamt-limnic-r-h ane at- haere) onisalesalanieym@ anicmer-baalscmiirheciell| 
hE o)bhC=ro Mm olonar-NA=) aumonadal-yauhahtc-siuler-Laloyameit-banal-rom co Malm @l(-Kt3[e 
PaXohicqsahaeha=) and at-nam a\om/\¢-Fmeakom ake) (ok-yar-n alemsasmaley'\m-le](-melaka-m-\er-nha mee) 
yg o] Coyhas au hsm ol-\or.qrot-he-llolenb =m M al-mer-Naqk-macme ROM Ko) ama -1-r-\-mna meals 
Summer of 2019 and has been advertised under Clopas ‘ new 

Moto} ahi{-yact-huleyat-lur-(ehtccs aude hacmanc.lem 


SYetolad i Meloy ameni'cVahmcomenht{-mcolomaqiblela@- hic him-ladquicmanaq\-w Ml al-Moyaalert-l| 
Lua Com Rw aVohigcyquabia-lt-hqlomm.@ie- halo mim imeiphaq-yantntmele-Vqbal-vomio)a@r-UCcmcenaanaqtcya 
release. Watch our web page [www.clopas.net] and Facebook page 

A a‘an'a -\er-lolele) mere) aq VA Olle) oy. 11 Od Koy mi qaloya-mhaliovaaat-luloyal 


| hip cb ahe- 10 lon (0 r-Coatmslmcyonaabaat-ro mei omel-r-LOLGnaelimtm@onias MaXoyaal- tw. Wm Gl abansiel= 
hq ahiswe M atoms) ol-eiu abbaa mesmo h@-saudena-m olole) emmy aVol-naqtsmat-lomel-sahabacs 

haba GoK=sqKer-m ole) Gal cYor an qh ler-lm-bakemciqrdbisjalomoyolosaMl sseuakvam-lentc-sahaends 
(of-haahbave Mal ol-tef-baMm @vabal-jar-mmevoyaleliecebnatemdat-lammda\-mr-Qormdat-lasabkcmondl tom \(-3q> 
(oroyahenahonhale mom ol-mevoyahts-)ac-o mie) mdal-malhae)ol-t-balaat-b4.¢-1dmcolale mats ane al= 
(okey atmer-hte-mepmdal=shaoyakephat-l@-he)el-1-h¢-bakeom\r- bmn alenler-hehic-movmiUlcialaleniys 
Nic aloy chUcle m= bake Moxosaahaal-y corr-lMmiat-Vol(cmidal=y'massaat-uhal-1o Mem wosanaat-Rakialsy analy al 
adventure players, it was with one of Scott's titles that they first 
encountered and fell in love with the genre. 


Ryekolad me m-haaMecoyatcic-baudarmahenqalel(-romeyimitdal-Lanaqh'mel(. tii lomer.-laqK-tmaql-t-halaice 
1d aoy-(-mi'davomolthic-ro md a\-aqmm Ml ql-\rc-M el -\-a me bameroyait- (orm i'sndaldalolbit-alel-Meyi 
fans over the years. Some are now well-known titans of the current 
for haahiahe muale lla gta @lual-1 em cvahmnalvoMennai-yq-1qim@er-1q-\-) Mm Mal owes ql-Mdala-r-lol 
idahcojblodqtoleimdalolblesamic-Kmdat-haagh'melt-Lrslemer- haat d Modu ciaalclats 
sqatcrchqbaqlesaelmcomdal—14qbm Mer-lamoyalata-yengaahh-mdahicmiy bere) aal-idabnale mMelolo mE Ts 
using, as my intent was simply selfish. I was writing the games to 
1qatcl Com gales alent (-1mnd al-nim voy blelal-lomagt-Vahimuni(-\-mko) adatom ol-accyar-vale md at. 1a cs 
what awes me. God used my efforts for so much good. I pray that 
@fole Mer va mero) qianahet-mcom bly-maal-w- hale mu K-r-1 qm @l(o)o)-t-mcomcolelel amel-voje)(-m hal! 
positive way. 
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PETER KILLWORTH 


410-1 GLIAL Co} ad al ksmoyal-moy md alow aalelsian baal oloyar-yal@srenbna-tcmham-lont(-valapnas 
fof-haqhhae mals) Ahdals aX-14 om sae) aq. Mero) avo) amosMmenaNhi(-sa:Jhaiayol-(-) aces atom! (-KMohal-meyi 
Britain's greatest adventurer creators taking mainframe adventures 
hahcomd al-mecosaahaalsqosr-lmnicoy arom \ahdaW Vere) a aljolaur-baloml Ko) ole)l(olenl.¢- mm @xe)i(=1-lelbK =e 
Wale mexobr-Koniccsahaehasm-nehdaleyavloyar-idqt-lall z-hauhalencoyaMclal-hactcmabacmaatssqalopal=se}i 
id aXoys{omoylosa=1-sanale m@r-Naaloyaleke(-mer-his-m-lloyalet:jlel-molal-molm s)ahe-bhaMcmepqcr-Niorit 
Noha quabeas) ar-ehd ale) acy 


| XoiCos a GANA coy ada \ceyd.¢-1o -he@r-baaleyaleke(-MOnauatccsashqiar-\ow- Bc\-) alley aa =t\-r- baer al 
associate at the Department Applied Mathematics and Theoretical 

15d ahigssKersean ws Ks} O13 ale aaQolsi@oymsaulcM-saahelcohic-comanaak-mhameal-mar-](omeymohiaat-baahle 
(olex=r-haloleng-y olania-nalomelbhqat-ie-mmerq-r-Lenatemeceyaayeolbit-sarcsbaahel(-Lalolalsmeymedal= 
oceans. 


hea) \ectmoyaW-hameantcsaat-lmdecesaimni\dqultciabamdal-mOfomdat-lma\-mabasial(-1-baal-emoyi 
Os Coy i\adal=yar-balem | KoleloksmmaVonrs=) alae igom-balo me al=mm (ohiécmey im aqt-VA-\om- halo me cole be 
waving.” He tracked down a version when he returned home to 
GF-Vaaloyaloke(-w-balemci-1mr-loleleuanr-baablnt-Nolsyhalem auhaat\-lim\aneamdal-mer-naatce 


i foyak-idat- bal c-Vaubategcoyal mi Mal-yq-mic-Koe-hamnagheltqyaqt-yaie-luloyamoyam@r-vaaleyatole (= 


LObaWaicvecsiniaombagt-Wnahae-laqt-)mecovaahelehc-y @monb(-m com hi .¢-MO)-1.d\-\iam-Valoml Melt-Krc-rel 
hom bao m-\i(cyqhaur-lintaye)atc—re ham A'(—wat-loM (oltcmoymejdal-yaer-haq-t-e- hic it-le) (-m Coley 
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e.g. ones based on Star Trek and Rogue, but [Adventure] was the most 
foxoyaqhel(-pat-balemmaltorccciehalen 


GUI Vohad alte r-hicomabicm alcove) aksmend-1o bhuskey al Cole) ahalem-lweCend-selesigameceyaamre| 

fo fF-haaX=s aecm ol-3 4s} ol cel Gai(-molda\-y aud at-h alm akom-ler-QeKk-sqablemer-VA-mal-mat-(om osa-araleleriays 
applied. He told Micro Adventurer in 1984, “I was constrained about 
what I know about computers, but they treated the terminalasa 

el=y aco) alan'A/A abi Kom Mniic- Fm G ayabake mom’ \cohd.q@olehan\sat-lar-bal-b<-m\e-lmekosnatemnalr.! 
(oxoy aah oleuc=) mop coleng-haammeat=aimny\i-sq-mer avo) ojoshale med alow al-t-ba-t:1 me d-\-mole))\sa nm 


|e KoM Nec kswyolo) amas ale pae}st\-10 Mh aMda\-me (=) an dom-balemerobr- lend avesa-lom ali-me))\sa) 
Noaiccsquaphaomet-liK=(o Ma} ¢-1alom.Qai\aneamc=liko)/vmaat-idal-saat-hulest-hamuce)anar-ldat-hal 
Mestel. Created on the university's IBM 370 mainframe computers 

ba bKed @at-haqX=(o Mad qXo\-yahb.ar-bat-yandal-Me)el-)c-Lanalemcyic1c-saamealcyae-balimdal-aimer-lic-ve| 
ha 5) ¢-Y alo. @hau-baM-sece) ami comaar-t-).q@kecmlol-sahehgiar-balemat-halomealomer-haalow-Nam-uha 
fo) im aahtasje le LOK=mms han |\coya.¢-1e bar-Fmohtc-y and atom atop aun ica) ianaqkeyaldalsmaal-aimerey alah anerye| 
vom c-yahalomdal=mer-baa\cwmosatephalcicyahale medat-hale(-s-w-nalom-ielele(-\ialosaksmngeyaal 

fer WOLUAI Hu a10 Mere) IK=r-KesoK=tcway a alow al-Komiaenaqle)(-romeyahtomdal-sharenq-r-Laleyameyamual= 
network. 


@h aKer-m ah abl) al=1o MB Ran \c-ko- Mere h\-mopmet-s dy alonhoyhqyadar-lalalomelolmhanicolarc-rom angel 
(OF baaleyalele(-womillolephavemceyaal\c-ba-moolelbtslahbavem-teaameym@.\ole)aam@reyaay olbnt-s4cp 
ie K=m=>.g o)t-Bhal=yo com \UNlosgomVoni(-\qlabna-saum Wi nal-valomoymaathal-mitagelt-m-! 

Sie L OKs} a Lens o) Celene. NaaM Ko} ay aCero} a alyosagm- baled al-ymer-hiccmanhaam@- We a--mecoyaah oleic a 
dao) blesahandatcatarqautelalmepat(-m aql-mo}al-m Coloma wK-meabnalol(comoh'(-) acomdal= 
PsXoro} a ahsjosames aa lex-1om ahd ale: mele) 0\\mo)m oI c-lale wm. Qubatek-salanise-baqame-balemeatcatg 
OLE MAY ass ak-he)el-rombhomdal-makesquecmcomdal-mo)colene-baqmamat-nalesnatemanhagmaar-he 
(oxo 1 (<1 =10 Ml ob a- bale Me alsa) als }s] Ow \/ bos coheed al-m eo) coler-s-mm Gllancoyadalmeleyacciemaal= 
[Echols auaat-bhabue-baal-mer-baal-Monic-saro) ahvomdal-ms} 5] Ore-balom.\ero) a allosamelabarii-sal-vo 
the game Philosopher's Quest [later re-written for the Acorn Electron 
Voll ol- mre Fo1(=) pup gale) comene-baahaat-laler-lihymeve)aq-re1m- hale m\aidal-molo)bhjamcomdal= 
presentation]. The game was hugely successful, going on to sell over 
PAO O01 0 exe) osi=tse- bale moroyahtahale-romadal-mojele)bts)al-yqndat-hundal-me(ssanacmn elm \oyadal 
habiccciehale mba 


Acornsoft retained Peter's talents as a freelance adventure writer and 
laXomeholutarccai\ccbael-tomdal-shant-udaMn\andaman\comosalephat-lmer-baal-m hal hels ioe 


“Acheton was converted for home computers, with some 
jqqkolebbaler- Nake) aksm com q-saake!(-m@r-Naalosacele(sm hates [e).¢-1pa-memmdalcmaqhenaahaahian\(cks 
o} ale phat-Nuaymer-NilsrommA-10,¢-MOl-).chaqmnalaleyalolonare)m\/bl.¢-mOy-N.d(-aam 


Grey biahiolo)/isgmcom Dioreysam-h ale m Or-t10 (me) mace (ol (mal s\(-11 eros alephat-lmaat-hiael= 

S10 q=3 Col abbakemdat=m elo) bhalolsmoyma-r-lbnatamagloel (=m \r- ecto) lo mr- Kom. aqt- le pher-l | 
PVoaiccsquabhgom vandal \ay4- hae hatar- bated aloleibicm oleleiblmoym- lim .ahalolwe-balemdal= 
player's Tolkien-esque quest was to rescue the “ring of power” stolen 
1m coy aa. mKoler- | @n'\¢-4 4 (ole) ems han ic-FoM > corsj elu leyar- lim monnaaeleleliumol-rerolaahnatem! 
loX=sqXelabqat-N dance) ae GlUantcoyadaMcmialesko)bicm olby4Al-e-1uq-t-1.@mr- halo mc. Fm Urc{=10mr-kom of- Bh e 
Koy ar exe) aay eo) (1a key amore} aah el-ehaloyameam Goleharcyhalel(-Whem-aiccsquaer-linvamncovalehiar! 
ot} atc Nha Mad =1>5 an Lo) .<- mm Drolo) sa pmoyaMdal-meldal=) a at-Nalomi\c-lmk-banaqlo} dom colenavel=vo| 
eK AGA IANYCoy ada cole).alCoyale(-iancomi cold. aidan colelesaimeat-molrolem-hale melted his 
qqk- ho) el=ye Molonandal-mer-baalsmel-t-shepquceyaiacomaakeyaldalsme)almey-ye\-) em) \sahahalem-bavel 
1Cc\iahae md atom oleh Al Ma aecme (1-3 henamismalesahar-balemel-sax-(eim hamhecmo)itaal 
1bhakecoyaay oygosaauisshatemi\c-hi mm hecm olby+Al-\-Moyacsaleyaliur-bahumerosaahaaX=salccrol 

{ch alos eco) (oe-Kohtc-squabna-melcole(el—)anunhaqhaahiamiuk-lalae 


hale-hatojdql-sane}-bamosm@r-baaleyalole(-mOhauhtc-) eshaia-Mmuglomeymenc-Volbr-lc-B-1ablel-sales 
Slo} ala Mat-\ol.aa-himmuloyat-idat-bausar-hauhalescoyal-halom DY-bialomsy-r- lm bF\-10 Ml od alol-sqbb aie 
write a series of Adventure-inspired titles. One of these, penned by 
sccWauhalescoyamer-Ni(c1o Ma l-ta atime too- We donkey d.ehale Mey imdal-melt- lst) om Oo) (o-17-1 6 Or-hi.= 
treasure hunt. It was set within the confines of a castle, with the 

Jol Ehiccsamahobahebalemoko))\sauarc-lcer-lel(--m-balemer-yelolsshunalemdalcsqamnahvomdat-mic-lolccm he 
jak-Xom-Monaabicztom ol-bas\-yaur-baXe ml bl.¢-m GNI)! (oyadaMcm Orolo halve lo) ¢ammeroyaut-bhat-iom-! 

ch al=yae-Lor- (ol) aah lom-} 0) 0) aey- lel alm vom oleh 4Al-\sMmn ih al=3 ¢-t- bs Orolo baluele)iiaamat-lomdal= 
[Uhc=se-1Gbhal.qroy mero) bhahahatemubheatcmcomdal-mr-lc-meymedal-molt-Nal-1emel-leatlmnateltelel-rel 
Waal (Vole) ccUtmy-10 LOK -saker-romunaak-sar- halo m-me-Halololaam-balom-ndoyhec-Havmel-r-idal 

J-fe Lbs aker-ma'\sak-sqlosaX-mehale(-1q-cemsnal-Mcseave|(-mKoler-luko)al 


fo) ahak-\dqh- Vall g-Vauhategvoy alm hal hel10 Moy ahiic-Vq0 lM Mic. Le Wm oles1 (0 lolom ba -\y-t-1 cel 4) 
CUKoS AB hate ate abi dow UE NdakcMe(-yor-bauqal-1qiemeloyaMmMal-\el.ac-hia-ale ml Dy- hale msy-1-1| 
were research students in the same department, about 3 years below 
me. [I met Peter Killworth] around 1981, maybe earlier. [He] was a 
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bead end 
i= 


YOU are in a Sandstone chamber, There if a dim 
light to the west, The passage continues downwards 
to the east, and another tunnel goes to the north, 
re 

It 15 Pitch dark, 

turn on lamp 

Your lane 15 now burning brightly, 

YOU are in a Wide lowecellingéd room with several 
exits, Ta the south, stone steps descend into the 
Cave, While a good passage exits to the north, To 
the West a tight tunnel leads up, and a narrow 
crack goes eastwards, 

re 


bead end, , 
There if a tiny wooden casket nearby. It is 
closed, 


Philosopher’s Quest 


The one you find in the junk shop off Market Street is no exception. It’s a 
mistake to wave it while the old shopkeeper’s back is turned... 


Instantly the atmosphere turns inside out, taking you with it. Then it twists 
back again, dumping you back inside the shop - but a strangely altered shop 
indeed... No windows, precious little stock - and no shopkeeper either. 
You’re in part of a cave system, to judge from the walls, ceiling and floor. 


As you pause, uncertain what to do, a voice seems to weasel through the back 
of your skull: 


"Go and seek the treasure, mortal, and bring it back here in payment for the 
misuse of my wand. ‘You will need every ounce of cunning to deal with the 
serpent in the Garden of Eden, the ancient mariner, the invalid old lady, the 
whale, and other problems too difficult to name... 


You are standing in what used to be 
the control room of your spaceship, 
but after the attack it looks more 
like a junkyard. The only usable exit 
1s north, as the others are covered 
by a delicate patina of squashed 
solid-state circuitry 

There is some explosive on the #¢loor, 
With a self-igniting fuse 

A ruined console lies to one side, 
barely operating. Only one button 
seems to be functional 












ty 27 30% 8% 
LA cI bshi 
A\JLUTIS AS 
312 MAIR KILT! 
NC led. Z NUL ETL 
LANNE 2 OMA. 
TA TAHIZE 
ALEGVels 


46) ed 
0 (. 

















Uy 


SQN 


SEVENTH HEAVEN 


Even though Peter Killworth was synonymous with Acornsoft 
FYOAtCcyahabe dtp aloatmol-rer-Baalom-yat-naako}a-romehimdakcmaat-ba.c-lankoyandal-mel-tang= 
Nalomeygor-Vol-sal-romdal-thater-baal-mer-he-lcolene(-m end amuldcssmacolaameldal=y4 
authors. Gateway to Karos, The Seventh Star, Sphinx Adventure 


| 


Wale muy ololo).q tai k- bale) a k-Bam-ronbler-luleyat-lm-lohts-vahubba-mkoyaelanivona-val-ts 
yi Lolenale m-\3mV Amor baal-magoyaald al-mol-) alee) aD hake Ma k-baqhelcoyahmaz-lel@at-lIConiies 
and Derek Haslam. 


Though Seventh Star and Karos remain relatively rare, Sohinx 
VaXeht(-alavigemer-bbaX=lomolojolble-banatar-bavem- My \slet-sar-leconk-sqlei-w-bac-) @ol-shaley 
jokey at=re cond alm aVero) gal =| (-1016 co} ame han) c-FM 114-1 ayo) (om-lCoyale mand amdal= 
hardware in later boxed releases. 





AND THAT'S MAGIC! 


1 X=3C=) GLU Coy adalat: lom- Moni (-molmnaal-\epkorm-balomaahao)bledaM@abicma=it-laleyaljabhe 
s/Vahd als DY- histo MU Lo) qh atsyoy ates DY- hral-iom PVero) a alsyoyamcw iy F-Nal-Vophale ml Dibq-\oiceyar- hate! 
fellow amateur magician] they devised a new software package 

id at-hmosat-lo)(-ro md at—molt-Aic-s an come (-1nhic-) ar- merolaylonahale maak Fit-sqelt-Ktm anda! 
idalow- bho mo}md a\-3h als} 51 Om \/hlesgoy 


Paul Daniel’s Magic Show was released in time for Christmas in 
DST 72 ad =5 al 6 aod .¢-wai\(- com haKel coke l=(o mbam-Mmualeycolelesalavmubatel-ya/idal-leaabhate) 
package. The press liked it, but not a lot. 


culture such as baseball to solve some of it, which did have a better 
parser, but they never wanted to copy its syntax. 


Return to Doom, and The Last Days of Doom were two final Killworth 
ahd (<1 at-hmerey aay eo) (=1¢-1e Ml au kw Drolo) samual (olen am r-l1aiD)-h/é-m-saahelCeiccrom-haleldalcsa 
move counter in order to ramp-up the tension for the player as they 
jqbks} al=ye Mm Com -1<[or- hol =m X= olt-b alias Dloleyaat-hi\c-Naler-b¢-Mmopake-m aqle) qo =i 034 
Redrup, aka The Mad Hatter, adventure guru for Micro User 
sqatc\er- VAR atomic. ba-10 Mm Ata alot: 1 @-lolelenand al-muhdcmh aM Robo] Opa r- fy a D)- hi e-Me) ms Dloloy ea mks 
a complex adventure ideally suited to moderate-to-experienced 

OLE hic=) gota alc wcr- lo MmoxopaXel ib Lobhale maat-hanimeceyale-bhal-(oMm-p.cer-11 (=) aha e) cel{= 
loyahaqhaahbaXem’\shdaW@-haaales:jolat-sa-mu hau Wmahat-lma/\sriemGllanoyadam-liceniccrom lorie 
enough time for the player to save themselves, but to sacrifice their 
crew to a worse fate. Killworth mused that “the death of the crew is 

oh aK=meymXoat (=) CLM Kore hUb ha otMo lake palcre Meloldamcom’ cola atm’ al-melt-hic-sm-balem co) 
qatc¥.comabnagme [6l=jekohamedal-maaleye-luhqimosmaat-vahimosmealcmaleyaqat-lm-leiuleyalswham-sal 
FYoaiccyahabeqcmer-haalomm 


halmdal=m=) alee Ko) elo) Cole ph.e- mevoy ahuhaheczrom\(-11@ ol-a\coy ale mdal=m el-t- 1. q@osmual= 
VOAiCoyahgun dom aqt-04.¢-1 Gun ahcomealcmcr-ba\iay hobo Opmecosani(-)auhale mad avol-sqbe quand (ars 
Ve\ (oy ave (-y2-Vatam- bale mu loyat-hdat-bal r-) agbate i Coyamcmeyohi4yat-1celgt=) midat-imar-lom-! 
version written for the BBC/Electron but was never released]. 


[Jonathan Partington ] Spysnatcher [was] the last game I was 
hantolhicctomi‘aidaMe-halemdal-moyal\moyat-Msgiac-vameolbacvordhtmco) adal-Mereyaqhaqt-ycest-| 
1qat-hg.<-1 am oy alam Mat: \ol.ac- hia vale ml Ma q\-1mreyal-M-ai¢-vauhalem ol-vani'(-(-), qh ql bolo Won am ce) 
ro == \Foy ond al-meolColmeymaal-mer-baal-mmdal-yaM Mm scolc-Bigicey ad a(-M@r-Naalevalele(- 

okey qaholenc=y mb lyhate mual-mey-y- 10MM at-lol.ac-hiat-havesbl-Vo(-mm@sqlor-Mel-lejblerei-lom- hate! 
tested, it was converted for home computers. 


hui icchomebhaahhabislabbavema-1qbeaarwcoy am Glini\(oyadal-balemecolaqher-Nahiam-nalomualcyis 

Vico com aK salizs ata Le)] (om co mster- (md al-mehb4Atmat-skefaltcmosmd alcm-r-baAvaslehmat-hiabaremual= 
Vso Ke fal molmy ere) sakoyammose-halem-bavemaat-ba.c-1enalemel-Jahnatomidal-1qqMm a-iC=) 4 
1uc-KepKer-1Uh} me bK-lo mbawA0lOlsmacoyaqmaqkelcoyasal-iehgepal-mebk(-r-Ki-mect- (ol Mim el-skey dome alt= 
latest renaissance of interactive fiction and classic text adventures. 
The later Killworth games, Last Days in particular, demonstrate that 
laX=ms1u lla at-\om-MKoh'(om ko) ad al-me(-sahaom- bale mi \c-kcom-le)(-mcomel-luatc-) ar-Mer-naaKomi aia) 
ib loycie- bahar: lm o} cess\om- halo m-heqavo}:)o)a\-)q-semsh amenh aha lei mo) elos-shulolamcomeal= 

(os he Loto} mad aX-me Ko) ole) Kole pl .¢- Wm d=) (=1- Kioto e @PAYC=3 aM COLOR- AiMcWs C110] 0h exo aed al 

jolt hakoyaaalswar\(cmer-bameyal Ayas) ol-ce1bl(-1e-moyals aloyi\mal-mexolb item al-mat-kicomaat- Lolo mb r= 
fo} im abksmeoceyatsslol-y¢-oltome-l(syahecmnaMm\sahehavemaakeya-mer-baal-icee- lovato m\aidameat 
FYokouhuleyat-lmoymaqkosa-mo)alephat-lemebancoscenhianatem-nalomal-yalonhjaMmiicchemopm alienate 
idatomel thio @ 


Professor Jonathan Partington is currently the Programme Manager 
io) ae esYommm UR hd asa qat-dalotcm- bale ms a1(-Nucrom opcolene-Naahaat--e- land al-mObabAtccsesi atmo) 
Leeds. He remains modest about his substantial gift to the adventure 
genre. 


foyat-idat-vaMc-baubatencoyal i M-HaqWai(-va'mejbid@eymcolelel aM ha-Melolelomcok\-(-Rdat- lt 
people still take an interest in text adventures, just as some people 
still read books without pictures, and Peter's role was clearly an 
shaqheloyae-baumeyal-mmeloidamnaMsaianalemer-haal-cmahiaqghy-lim-balombale(-iduhatemial-yaa) 
roy ah com aah lon colores qaheleht-)qMmcvomdat-Lmdal-yiaat-(om-Mbik-Molene-ylo(-m@r-Vagle)aleler-m 
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RESISTANCE 
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You get LAE Knife See B= ee bl 
ee ee || a | | ee | 
That 15 no Kitchen EnNiFeE!" he 
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BRILL CANA 
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Price: Free 
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| DXoy ‘al Coy- le Malay occM Macy ol-lersabeaatexoyaaholblenale moromel:¢) 
Release Date: January 2019 
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RESISTANCE 


Set in the German occupied French village of Sarle, Resistance is a World War II 
thriller of espionage and guerilla warfare as one young woman seeks revenge 
for the cruelty and suffering inflicted on her family. 
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It's incredible that 36 years after it's release, Gilsoft's The Quill is still inspiring 

Jo)b elo bbakem-Vohtc-sqnuehaom-londaleyacmhaMd al-w Mes] mer-salabn aim comec-]\i¢-mnahvomdal-me(-1qha-ma@pal-ma-ver-y ale 
homebrewer is British best-selling novelist Andy McDermott, who in January 2019 
released his gritty wartime adventure Resistance to the ZX Spectrum community. 
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Agreste. After the meeting, Mari is giving a series of missions to fulfil, from 
(oC=rudohiahale MN f-VAl ey ae) ey-ler-balek-Pme-suluhaemat-\ercpmcomebahaat-F-}.ahalem\(-VAM\\aqayol-Neahh\-sacmhamdal= 
salit-le(ow-bakemel=s¢-Nlehalemug-Shal-wam Mal-mahat-lmar-bl Gd oyhubale m\-(e[bl-sqket-Bc\-{-1m- Me l-tcJol-ie-lCsm-hucssaan ele 
oh} AE bam Comet: Accu ior-ha anh aakc(-1ummr-balomolbbaat-bq-1whaMdalomaccicrolohqa male sauc-sayat-hiabatemcomephic= 
aia atad ahhakemkoyandal-mer-lebyom-balemitaccridbhatemi\ahdals al-) move) alsves(=) alex-moh'(-) aaal-¥.ahavemaal= 
ultimate sacrifice. 


= 
Ln 
CL 


{ll -e. o 
5 
Wit 7-2 


mt 


it 
S| 
—, 


Tt a ie 


oa a 


Mul 
Cui ji 


TL 
m= fn Cu Gl 
me 
- : 


a 
pe iy 
a5 


(Tt 
Te 
neo 
om | 
el | 


— 


Women 
na 


Mul oh 


mw a 


= 
tu 
ms 


Oh ale pbar-llhimo)(-Nahal-tomio) mdal-wa\ee) gal | (-1e1d cola bm aWaleh monhcel al-1oM abicm-se io) acm coy adatom ass1a ale t-re 
|= arc N alo Mon Va Cod aslo mcomd al-mexo}aahio)dm@oym-is), qo) amd alt= ,@rs) ol-(o1d ab baa -Hi=) ask=i-y6ley-lel ana coyaqmeal= 
SE ophawaVohic- hab ha=m peo) bh eo Mol aM at- lex] olole). ama -eomeloyal-muhadim\eidamdalomiatsier-lm-he)el-t-lmeymadal= 
(of-Waqkopmnaat-bhaue-haunale md a\-ms}ol-Ne\om o}ass\-sque-Lekolameyceniaek-romeh\mol-sr-Loluannal Mal-m@lrl me) elanale| 
Koy ar-a=».4 royal him =) aKoyamy ahd alele hae ne-le) ahlermeyar-lsa-(ol-)enaQ-(o Mel at-h¢-e1t=) aio] eme\ (old athe 
matters, because its packed with the things that really count - atmosphere and 
tension, two attributes that Resistance delivers in bucketloads. Gareth Pitchford, 
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From the outside it seems like a small game - there's only 45 or so locations, but it's 
bqahel=ye-Nont(omeat-Lan’colomaat-¥.¢-m-maat-}om-Fm cele ml manalomicolehast-lumi\cbalel-sahalem loymentcolenates| 
loy-Kor.ai\ccnaolse- bake mKovarycnacolmaat-hanimenaal-Meanceleresalolehandalcmialit-\er-mcomaolenl meatsmaahctyloy ale 
PaWalohvaar-\omaliccromdaloma-yaqt-bhaubalemaal-yqqkoya'm’\ahdal-bal-p.4e)-bakyar(omiceler-lolbl(-vavamenhiabatemelt-salas 
fo} micayd ohn ako)bbale- Nicos aar-hukic-rmcomcyo) Mahalo mea\-mell-ai(-) aoleryyAC-cmdat-haaccrejel-salmndalomer-baal-mm Mal= 
1oXe pKom ak-\cm ol=1-9 asp haaholeheKore Mm colo mmc(omd aX-m o)(-hic-) asm al=atd>) @rc-t-b gol abbate mio} andal-malesalandabhale taco) 
iy hiro) are Kosh amey col=sancom- lol abk-atc-md a\-3h ae (oy- ea w= Mow-l Crom (=r bg allo magoyaamabicmicolond anablammelsiOls 

(pq ol=9 aK=y aKer=s- Moy 0) (hiabale mbbauKoydephiahatem-Vonic-saldeba-sMeyamealoms) ol-re1 sab haam-nalom@xoyaqbaqleloleyc-m ents 
dzsqaXeytahale Mc\-a1c<) ¢-1 Molerer- Fy oyakom\dal=saomnarsie-h alee (=r-ld atom hersyer-llNimonimekoyhalemdabbaletmhamacolalmeyi 
the Nazis or the Milice Fran¢aise - French Milita] could occur. 


IMBaroy alate pan ol-par- bale Me mcw- Mss aal-1l Moy aX-yas fw alo) a qaue lol almer-hallol-m-».¢-baahbatcro mw aWalon’mar-Komc-¥.¢-) air! 
Peter Killworth approach to the objects ina game — acupisacup, sticks are sticks, a 
bike is a bike — what else does the player need to know? So, an EXAMINE statement 
yields the response “You see what you expect”. Regardless, it's a gripping game, 
packed with character and one that delivers plenty of suspense and surprise. Its 
sVcchauhaqX=meaX=sqak-meroyaayoluhaa=squecmd alsa) \c-Ldal-meoy me r-baal=tom of- bs{-1o moby Loyal Grete hhoAm- bale meld al-y¢ 
great WWII advewntures such as the RamJam Corporation's Valkyrie 17 and 
Salamander Software's Wings of War. Resistance is a cracking addition to the genre. 


PaWalohimcm atop. ame r-naq\cmice-lhq-r-VomtahameK=a'c] (eo) ey qaX-sqhumlor-kc{-10 mony elo) am. Mc\onl-sqlel-baakorakoyamel(ol@ alt= 


lat \olr- bale lolct- ie) al kota =t-0 aoit- Le (oem ae Kom 0) f-BaksmCombl- a/a U1 fopmcvomephtc-tamd atom elol(=saher-lmolmaat- le 
volo) bar-halo maken) mereleromdabismer-baal=m hyn \(-mer-b ame) alhia (ole) .@kolantc-h dom com aim al=> ques d-t-leleyae 
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CHRIS AINSLEY 


Chris Ainsley's first text adventure experience was in the murk of 
the Smuggler’s Cove on his ZX Spectrum. It fired a lifelong love 
Ko} ar-\eatg=) ahabeaomer-haql-scwmerelnaannar-hanatemhamabhaqmMm\sehanatem-maatolel-saal 
internet browser based text adventure engine called Adventuron. 





Gi abakswawhats](-,\acm-r-bahimer-baauhalemaal-yqako)al-ce-haome)l(-hiahavemaUt-bem-7el0l0mer-baal=rs 
on a weekend with his grandmother, whilst 80s TV favourite 3-2-1 
played in the background. Smuggler’s Cove was the first of the genre 
he remembers, but it's Philip Mitchell and Veronika Megler’s The 

fe oye) oyimaat-lanc-r-linimepc-le) elem abacmhalt-)q-11emr- halo maX-ma-rer-likcmaat-Bakimnrc-y abhale rs 
SJ ol=y ahaa she aM ahicm =) qhob acm. baauih' am ane haved alcrom-hao)bnalemual-ss ay. @syol-leisabhaal 
Fhadcy aah olenatemComcvelal(-m hem ole 4A (1-3 


He's a graduate of Teesside, with a strong skill-set in Computing and 
IT in general. After a spell living in Tokyo for 6 years he's back in the 
LON Gi\foyd-ahalemoyalmis-N aloe lcm ol-) e-fo) al- mo) ce) (-1e1tsmmnaleldokobhale mabicMoy)\aamaatelel-saa) 
=> der-Keatccsauabicom—savesnal—mer-li(-1eMatoh(—yelacice)ae 


KO abeR IEP Vohcaralabicoysimie-Vac-lo@-We- abn ame (-yqaloMey maateyel-1Mey-ly-10| 
development software. I wanted to prove that it was possible to host 
Weoley \(-vaabl mes alolubateme-valeper-\e(-maraldaM-ronicoyar-valomcololibatemhaldal= 

Joy coy \A-) ams Moma Ma Kolblodalmnabaar-lintmol-13lepal-lom- lw. haM-valepbal-mioymer.taq\-]elole). cp 
Adventuron soon morphed into a text adventure engine. [...] I just 

i VecWahqro myoyaatqidqunate m/\¢-] ofa oy-Vy-1omuat-hum (eb ilomlole).@- hale mx-1-]Mbl.<-mdal—) 
eYohigcvauabhe-mer-haqt-twMaal-\i'e- have mConi¢-tom 


| her Wel =atc<) am oy (rel -moy mn C=1el ah aXe) (ole nian its guac-y am comi\(e)d.ahamaatesimaqvolel-seaMni-10 
Loy Coy VAt=) ese CO AUC) ater cey aia \cey a.com blshale ma ak-mct-baa\om oy ahaleshe)(-m-lmual-rem-natel 
tested adventure creators such as The Quill, PAWS, GAC etc. Ithasa 
fof baaXom (ole) ome ake fer-sa-co Ml oh} md aX-mbr\-s ach aheleueme) ad al-m oy-b-ct-le(-meymanaak-m- bale 


halts) a qeler-UC-s-m tale) (=m com. cao))\misat- hen come om al—> dumm Mom-bahigoyal-maal-labri-1emos al 
of those earlier 80s system, the structure will be familar. There is a 
Voter: ako) akspmexo) qh al-(e1 Glo} alswmo) 0) (-1e1ecm- halo m-ai(-sauecme-le)(omaat-hmalelcelmdal= 
Ve-ubr-Ve)(om-Koatccandehaomor-Le-M-N atom Cole some M al-Mobhei-yq-sale-m\sidaW@alonr(-)@lacicelames 
1d at-home a-tomoy md atom aal-yaale sat mero) al1e¢- Bh alto} mst o}hmerolaahelont-sa-pmealcm-lhdaloya 
can really run riot with any concept. 


(OV aN ol) li al—m- Vo hich ait: \e(-moy md ah i-w- oy ey coy. lol aM md at-al o}-(ol cu oloyaunale most ovis 
gabe fah@ol-Molercslol(-mhamdal-malq-banavhabic-mcoloMemioymer-Vaqt-t-meat-1Mm bl -md aris 
subset of features. 


halmd alms) oybahmoyam iM eV-m@ibii/m- bale mM al-mOr¢-}e)alloms\onis-) alas gam O1d=)-1ce) ml el-skea- whe 
yaXohr(-) alas igeyam-heud ale) emeko)amal al-hic-mcom ol-m-lonic-halerctome)colene-naabaal=) mph amur-Aic-} 
oy aur hig: toles ool had au F-Mer-k:{-) com ol-m- le) (- mom \sahc-md al-shaen)\aamer-baaloce 
Pawatoldal=yar-lohte-hae-lel-menic-s and aler\-me) (omy c1ccsaacmdatch@eCeadcelcige)amat-e hehe 
pure speed. The response time of the parser is instant, sometimes 
spoiling what Chris refers to as the “feel” of an adventure. This is 
especially prevalent when the system has been used to write or 

oxo) ahi{= dats ied ovher-Koatéssquabnc=\om\salosa-meak-Mopakeshat-l@olt-lecolaaqmecoyaayolont-saovac-yal 
paused because of technical speed before returning a reply. 


COV aN oh) MO l-y aah ae Md q\-wi-(-] males ahan ql-\-m ol-\-1qM- Mol at-li-yale(-meclo mm himdal-maaleyaqt-yals 
you press the ENTER key, the response is already on screen, then 
even though there is still cause and effect, it actually feels like you 
are receiving a canned response because the response arrives 
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ow f 
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59 
60 locations [] { 
61 drive : Location "You are standing on your 


62 


64 


65 


66 
67 


toyed 


drive, your home lies to the south." graphic="car" 


hallway > location "[(15),'You are standing in 
your '][(4), 'hallway'].\nTo the south is the 
driveway, to the west is your living room." header 
="Hallway" graphic="hallway" ; 
kitchen : location "You are standing in a musky 
kitchen. The only exit is east, towards the living 
eye) ae 
modern_lounge : location { 
text = "You are standing in a [(2), ‘modern 
lounge']. The [(4), ‘garden'] lies towards the 
rao) an ol en oo 2 Bn Gs -@e ood 0-1 a nO (| (38 | aT | 
the [(6), 'hallway'] to the east."; 
L 
J 
-z-1meloa) > location "You are in the garden, 
Bonnie's dog house lies to the north. Your living 
room stands to the south." graphic="garden"; 
dog_house : location "You are in the dog house." ; 
ul atomic |-Sakor-] aera Mo or- hem fe)s Man 4o)0 Mr-] a -e Ba n'Z0) 0] aor: Pa Co) - a—) 
so late for work!"; 


navigation / from[], direction[], to[] ={ 
garden, north, dog_house 
modern_lounge, north, garden 
modern_lounge, west, kitchen 
modern_lounge, east, hallway 
hallway , south, drive 


inside_car, leave_oneway, drive 


HALLWAY 





You ore stondins in your hoalluow. 


To the south is the drivewoyu, to the 
west is your Living Froon. 


ie ee 
> 


A vampire bLocks the path. 
ee ee ee ee 


You throw the garlic at the vampire. 


It disappears 


In a putt of smoke, 
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1d aXomef-haat=yolt-hiamoy-baX-] mComdal-w akes alam (@)o)olet-sic-tisfoldvoysal MaWcyond-\-sars} aolt 
from Chris Ainsley's experimental adventure, The Path. 


YoVevaqunaleiAtmigtie-Waldhtamat-Miabalem- Mecoyqahqat-Vale mele) aquityloyalm oy-Weky-miom@-lelelb it 
200 milliseconds actually “feels” a little bit better. Such behaviour is 
roy ovol bh e:1-Monic-saqglol-lol(-Moytadal-m olt-hic-1 am @) Mero] bba\-Mm osc -\t\-1o Ml .¢-\tacmJ Vole l(om el- 
folbhanx-yq-loMuatie-Vandhtmm-ad-iamelengbatemdal-moy-Lehy-m 


©) al=Meo) md aXom oslo fe (-ss) qed at- li k-sale(-s-w Ko) ar-NahigoyaXomiah) abbavemcomel-a'c-1(o}en-| 

oi F- Fst-sKomt=p gure loht(csahabhasmoyaleaalolek-seamo)(-laxeyaaal-mismeal-maalo)oyitmel-aacerss 

1d alcyaqhsio] Aicotsw-b aXe mG aX=m(-\ol.@loym- Mm olahtssKor- 1 .<oatdelol-hae mm mavabale mcomolt- ha 
emulated text adventures is almost impossible and exceptionally 
1UhahiVaKalco him sVohic-) ahuehcolamelol--mcvolaal-milr kiana eo} codalenbalem’\ceyg.¢-haelehalolmce 
this, by an array of clever design considerations. 


KG abot} MR: \ig hate md ahatetMojbimeyalaqve)oyl(-Bicw-Melbhcel-yaMeOsaM@l-ae(-M-leia-\-1 aly 
piolba icc Vahmcomat-\ic-Makedahmecoyaiuge/Moni¢-yalt-\'(olbnmo) md q\-M-(er ¢-\-1q pm o]b me) al 
mobile the opposite is the case. You just want the content neither to 
take too little space, where it’s hard to read, or too much space, where 
poe mer- bal oy-Na-lhimrci-(-w-nahiad analog ol-cer-lbhy-meoymidal-maielet-Meyid-yda\-t-le Moy md ql-oyal 
You (1 -¥ al¢-a'goloy-iae Mm OhaMqaloloyl(-Mrer-haql-tM shi aM (=m Cop qmmccy ale mom old. @el-1ai-14 
dat baMtcy atl alr haimer-Naal-mwaKohr(-yalavigoyamat-t-Mel-\-1amel-cslepalqemcom coy aagt-\s 

ut (<y qd ofolcy-Mexoy at) qh coy md al-M-yor d-1-1 ayy 4B ad aid al-Mer-haalow-ne id ales a@-le)(-mce) 

feroy ate thatoyat-liutmbateluble(-m-hale mp. colible(-me-balom—\i¢-19 Mel at-vale(-meovaic-yais 

(oj ols alohbate mon qi-venc-(-y lm a'g ol—e 


Other features have also been added, several of which started to 

rho) ol-r- bau hamdaX-me(-)aha-mhameal-msi0\:pe-1b (ol am-\cmealom-leylenatmcomelat-bale(= 
1yigclelepa-helahigmenc-e)ablerwr-balom-haale}K-squar-s atom) olol@cve)bbavem—ie-[e1 te Mal-3q-cer-| 
qqhodUauablel-moymecoyanalole-Lekolarw-havemdal-m-loyluhqimcomersricoyaahhiomdalomolt-hianale| 
experience adds to Adventuron’s appeal. 


[Chris] Everyone has their own preference [and] I hope convenience 
at abq mel bh arna md gl-m-yqlom- hale mdal-mol-im-lohi(cyalaeng-Bi-mdal-mo)al-micol)m-ha-Rey al 
fo hTed a= W/icchtmacoyagMy'sanehale Me) mexoyalanabinalemcome)(-hia 


PaVolelbumi-samer-baal-Mclo mrt mar hic-mol-\csam-lehdakosa-vo mi ahead alomcyis1¢-s 04 ber-nalo meal 
que baavel=yqpismepa-loher- lini mbakendcr-l-shale mF Ov an ahs. Keh/(-)a1d51 ce) al at-\er-] elele).¢ 
xoyaqhqahenabig)mexosauenanbl-1mvomengo))\myA-saloloymcmilolahaM'/sleyeyaly\c-loe-baM=t- baat 
Koko) olt=) amr-h ale m Conror-iu-mat- ls ol-\-salmeal=maalos-jau op colunalom-lohic-sahqund-m-lensalo} ave) 
embrace it. 


(@)' (=) atl ol =p Kole osm Rowe aqkoy aud atc a\-Mcm ole) atciom-Mie-F1mn ahebaalol=) ala bicm ey-lel.¢ 
fer-he- 1 (ole sok-mo}mand(=1-¥-1Coyalefsslol-m ey corenblesbakem alcaim-lohic-yahgon d-tcmce Kel alt-ks 
Behind Closed Doors 7, Bulbo and the Intrepid Adventure, Roachy II, 
Wale Wace leak) elolace)aameyeatigam- tere m dat-m (1 (oh lary e)gi-1¢e) (6B 


fo) abate’ sires al aM a\-mdqvhate ms Mcolbbale MvoM-> couhuhalem-loloybnwVohi(-vahubkcey amine. t) 
ida t-VQe nay at-Voli-re Mm aal-mcomc-maaaht-Mollomer-Naal-cw-Halemco-lolomc-r-Ngenq-md at. La 
Jav-Yom aKea'c-y md aholelesahmorescylel(-m/dal-yaM mabecia\sqoj(-Mdal-y aqme ofold aim avlelelome 
SIE Vaal hale Mm sib llelow-halomdql-mmnb2- hoot Ghale mm at-\omenc-yolahtom-Jhle(-tJqley cmos ameal= 
moo) Ko l-wroymd al-me- elevate matey) m mi 'c-\-w-1e](-mcomhalelhblol-mdqlot-meng-yolavletmnal 
these new formats. [...] I was able to input the story code, test it and 
amend as necessary as I went along. Without Adventuron I can 

HaXoy aQes1daimcy- Name ar Lam ac-Vaahqahim@mrvolelomaleatc-y mat hiowy-\-1qmdal-malelahmeymor-yis 
Wao md al-ma-s1bluc-haias ole) amicomdal-Me(ololomel(omcyel-\oluqbhaamcovaqat-lmuvelelcemal-ai-va 
have taken place. For that Iam eternally grateful to Chris. 


aU (ovale fslok-mdak-w A=) aloloymer-haqtsp ae hiccsalgondom-hondaloyar-halomi\aght-) @er-ba-idal 

| shod ahie) com ak-tsmoleyacqroma'\comosmank-waqhnauier-(oh'c-saiueha-s:mM alow eKoyejoyhar-bale! 

@ 1b T=tj hoy aad aX=m ae Ko) Aims) at-Nlar- hale m-Moya-balomal-ai\al=s gabcsmeye)tblele(-mer-baal- melee) elas 
|e Koy qkolebamcowaVeni{-sahqencoya bus ekerar-b dem a -1aglena-a)\m-1e hd ales a-1o Ml stsvet-hel-mageyaal 
|Dyhakey-y-hon am k-]C-halom-balemielesaqhhaczlomimcomdal-mhalt-ye-leiuhic-maleiu loyal 

oro} aqh ol-16nskolaM Na@xolaq)omhaWAQNRsmmabar-lUhiais](-14.colucoyamoleyacqrom aba: 
IRlUKoy/\cai=) a tend alssaalcrom-lontc-sahabea-mopalar-livo)/ cre mmbiyhale me) al-meyi 
PaXonicqahgon cosa mcmcole) ima at-na-sar-lol(-whencomeaaholoyam-balemecoyaht(-sam-y eiehale| 
adventure utility. 


[Chris] I have created converters for The Quill and PAWS adventure 
game formats so far. In future, Phoenix, GAC, DAAD, SWAN and 
sq akeoy c=) ako} bl CoM ol-W oles-t-s1e](- mm Mo My: iad ql-1@ C7, (Om im oscoley-lolaimal-yaannamibal-y 





Ko) Koy! (-To Moy!) VU DME Mom Ml syabalentalem-MO@lFil/ Mey mx 0) (-\omer-Faqt-mcomdal-) 

pele NuKeyaqqmM-y-by'a- hale M- o)-t)(omevoy ahig-y cy (oa w- Melilel areola. melplavorae- hire hia 

i a¥-Vency- (oan Maa le-Coiah ale m-loMcvoyaq\-ai'dql-lmeym-Mer-1e-).<-1-) 0]-) ako) au dal-\y-M cole) -mam Mal- 
jokey qt=y me aqhely me) conic-mdal-\im atc hic ol-vaagtiyyloyamacoyqamelal-Keibiac-yal@maleslales 

| aXe) (oC=ya-e- Valo md al-Moloyamaqleria-levom qlolm@ol-m-lohelimeymencothimeoynicvalihic-me)g 
illegal in nature. 


It's certainly a utility to keep an eye on. He's recently worked ona 
special version of Linda Wright's The Beast [featured elsewhere in 
this issue] and has acquired the rights to create a remake of 
Alternative Software's Excalibur, with the blessing of the original 
FU hdaloyaue-Nameyaahdal-balom-Naurjarcy alla iVke@iibndoe 


RO aN oR MU ehaiccrom-Mcyhaahel(-mer-Vaqt-mdar- Umar habhcowMepe-helahlombalt-y¢-leiakishata 
Fale MM cal-yimd qhicmer-laqiemmal-hiabalemoyccaralolb hai olbicedat-ly-com image) qae-@Coler-l| 
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id at-WaMmdql-maunvoyat-lmaqkole(-me- hale mdal-mcie-naler-VgeMsQonc-yelariceyamelt-laceyead| 
features. It's just the game as it was, with some tiny tweaks. 


Excalibur features a new tutorial mode, added as a way to introduce 
azn ol hi{=9 accom dal=me (=) aha-yar- have m-(ccom-lom-maal-id alelomey mas aavoniahalemceyaal-meyi 
dalomer-Naq\omcwaaleya-me heen leiblimeleyyArae 


(Oh ah ok) i i al—w(ol-+-Moym-Volohbatemdal-mabicoyet-| Mi Meat lm Mic Ceeatanalemcom i 'salc-e-| 

1X => qq of-Fo-to gun (oy at: | mKo) mc-r-lol abi alem-Volvolibiccmaloya ler mcomolt-ham-lenuciahueng= 
for WaqKcs-yar- Vale MIG (C-LMvom ole himugt- hal mdareleredaiqimagiel alan’ old. dlel-inc-) mhmd al) 
game itself was whispering in the newcomers ear. 


The full release in the near future will allow games to be installed as 
Cofer- | F-}0) 0) bker-uake) ql-mo}alsqaloysjunaqvolol-saame(=1-),.ace)em-hale mage) eyl(-molel-se-hahale| 
systems. 


Recently Adventuron Classroom has launched. It’s an educational 
(=) acs Koya oymmG aKomURGRNhGyamel=sJle pattem coy mel abi (oha-sal- haem ol-ba-salecMe’ salem ic-balmce) 
create their own interactive stories via a series of colourful and 

Sp corhehale Mabncoyar-ltcmy Wale mmhmdat-Lmcm aloe .q-1-)o)halem Olan almelbiyia-salolelelammalses 
Eom UEShale me Cear(-yalacice)amcom \seut-mabisme))\samer-haa\-mer-li (10m Male a - lee 


[Chris] I decided to make a game where there was a minimal amount 
roy ime (-t-Yomubaql-me- hate muat-hmecolel (om cloy-x-vle]\imel-Mecoyqahelt-i¢-lo nam (-cimdat-Vamaatc—) 
qavhquOnc-rwmdgr-qeaquied all ey-Mnahe-yq-t-1uhqle MUom\c-\colaMe-nalem’(olel(oham@c-ve|bhng-—-! 
quote (-m-hac-yanuloyaM:jo)- Vem bom AGoe- Mic) ata qat-ll maid (-mrohaent(-yall ohimdal-W- lois loyal 
rather than story. There is a definite tone to it, but it’s almost 

foxoy aah el (qi¢-1hime(-atcoylomeoymat-Vac-lahti-m 


GO} abakse- bale aici \(oyale(-7gabl mond-r-huleyamer-bamel-mcelenalomohimistyhenate 
JahugessHak-\ohic-sahaun coyam (oe) mist. Md al-mel-\enkeler-1i-\om O1l- K-19 colo) 47m t-Ler-] olele).¢ 
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Alternatively, follow Adventuron on Twitter at @LearnAdventuron. 
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MICRO ADVENTURER 


Though the popularity of adventures in the 80s was huge, the 
genre was always fighting over a finite number of pages in 
mainstream magazines. Thankfully, Sunshine Publications 
launched the dedicated Micro Adventurer in the winter of 1983. 


Micro Adventurer was a welcome specialist adventure magazine 
of the early 1980s. Published by Sunshine Publications it ran for 
a meagre 17 issues between November 1983 and March 1985. It 
was a delight in many ways, digging into corners of adventure 
gaming that were very rarely uncovered from reading the 
mainstream publishers of the day. In Acorn User, Crash, Zzap! or 
any of their brethren, the adventure columns usually numbered 
pages counted in single figures, leaving a huge range of games 
and personalities without exposure. 


Editor Graham Cunningham led a diverse team of journalist for 
the majority of issues of Adventurer [with Brendon Gore later], 
including the services of the “Master Adventurer” himself, Tony 
Bridge. “Designed for novice and experienced adventures alike” 
it didn't restrict itself to a single genre. Keeping adventures as its 
main fodder, it discussed simulations, role playing games, play- 
by-mail, board games and strategy games too. Its platforms were 
as diverse as its subject matter, and journalists reviewed games 
on everything from the Dragon 32 and Oric, to the staple BBC 
Micro, Commodore 64 and Spectrum. With a lively letters page 
and a fantastic cartoon series by Stowell, it included a good 


Publisher: Sunshine Publications 
RRP: 75p (1985) 

Buy it From: eBay 

Website: https://archive.org/ 




























range of how-to articles, discussing everything from plot, parsing to 
user defined graphics, and the occasional magazine including type- 
in programs such as character utilities and mini adventures 


For the 2ist Century adventuring enthusiast, Micro Adventurer is a 
rich source of original interview material [often in-depth] with the 
main protagonists of the era: Level 9’s Austin Brothers, Infocom, 
Scott Adams and Peter Killworth all feature. We can also be thankful 
for several appearances in the magazine from the legendary Mike 
Singleton. 


The reviews [or Software Inventory] sections and classified ads area 
treasure trove of homegrown adventures, many that fell between the 
cracks of awareness of the mainstream adventurer. They containa 
fascinating sample of early advertisements from software houses 
that would grow from their humble cottage industry beginnings into 
fabled status — 8th Day, Addictive Games, Gilsoft and Robico all 
appear in low-budget surroundings. But, as mentioned before, in the 
end it's the games that are the gems, and with the click of an internet 
search, many of these missing masterpieces and curios [though 
many remain MIA] can be downloaded and played on a decent 
emulator. 


Sadly, the publication came to an end in 1985, with several internet 


sites blaming a lack of revenue - which seems strange given that in 
1985 the adventure market was really beginning to peak. The 
following two years saw many mainstream publishers [CRL, Level 9 
and Adventure International to name but three] continue to release a 
raft of titles, and I'm sure that they would have welcomed targeted 
marketing to their core audience. Its diverse subject matter should 
also have helped, and it did re-label itself late in its life to “The 
computer strategy and simulation magazine” [ignoring adventures 
completely] in an effort to capture the emerging demograph. 
Perhaps it was its tendency, for some reason I'm yet to fathom, to — 
have a fixation with random subjects such as TV series The Prisoner 
for example, which featured in numerous issues, and the space romp 
Blakes 7. 


As disappointing as it is that the magazine didn't last longer into the 
PAWS, Zenobi and Magnetic Scrolls era, the gap was plugged by 
enthusiastic amateur editors and adventure fanzines such as 
Adventure Probe and Red Herring. From the Micro Adventurer back 
catalogue, of recommended reading are issues 4 [Gilsoft], 9 [Ian 
Livingstone and Steve Jackson], 10 [Level 9], 12 [Peter Killworth], 13 
[Scott Adams] and 16 [Douglas Adams]. They can all be downloaded 
and viewed from archive.org, and some of the more common issues 
do appear from time to time on eBay, though expect to pay premium 
prices. 


MIKE WOODROFFE 


Os C=Tohh isto mi ahdamnanacelonbroshalem oy ahe-bhamcomsyecolda@.Vor-haqlswr-Voht{-) alabnastcy 
Mike Woodroffe went onto become a well-respected adventure 
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At the start of the 80s Mike Woodroffe worked in the family 
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it was time to computerise the business, using one of the 
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It wasn't long before the lure of games software re- 

jolehg elos\-re md al-mereyaay olont=) @mr- have Ml \/bN.q-m ol-rer-Naqlom-save saessts-16 msn) 
Radio Shack’s first text adventure game, Pyramid 
Adventure. 


[Mike] We really enjoyed that type of game where [...] it’s 
Volo bimrelatabalemdal-mojbb+4(— Ma haagherim@el-Bnalesbilimhamelena 
breeding, it’s difficult to know what it is — they're just great 
fun. Part of it is that age doesn't come into it. Ten-year-old 
|.alo Ker. baWolt-Wrar-Lent(-yalabhe-\-Mm-vo Mer. hq 10bai{-1-1 ge) ke i ello) 0) (-m 
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moons] as a separate department inside of their music store. 
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supply was in America.” 
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software developers in the States — a name that was creating 
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affinity for — Scott Adams and his adventure series. Mike 
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Adventure Series. It was a huge coop for sucha small 
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same distributors as Mike. 
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British computers. If you think about it there were very few 
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and packaging in the UK. It was a far more cost-effective 
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expensive disk systems and instead opted for the cheaper cassette 
storage. 


ViVi ak-ham Ubi <M al=y-rol=vomiie-Ksmcyop qal=lopak-maat-haeebllomerolah's-34 mo) a ololamelerolags 
fof-haakcsmcomabhamesaM ssenahJaM@at-baeh)\¢-ba-mm- balou al-maat-Vol-manlmeabliuc-hanate| 

jexey-sha Koval aaloyi\aambamosal-mey md al=m elo) oleit-)meveyaqholenc=) aaat-\er-rAahal=mopmaat= 
time. Luckily Brian Howarth [see the feature on Brian in Issue 3] read 
1dalomeolahahtclom-baukel(-m-halema-y0le-\omobbaseidaa com \/Gl.¢omi\ahdam-bamoyni-) @eymal-]ton 


[Mike] Brian had written an interpreter for Scott Adam's databases. I 
can't remember why he wrote it, must have been a hobbyist project, 
foybhar- WU i'(-m at-lo Comoe ¢-Vwerc-r-lt-e- Mobahi(-) ioym-r-Lelamelt-haxelaqqgm@-lalemi'(-Merelt 
the text adventure ported across. Then we wrote our own graphics 
LEW atop bk-le(-mid ah lola akeole).<-fomoyqicomd al-maco)qhme)mium-Nalem\(-Mer-haal-\omeolamblyhate; 
the same basic system for most of our products. 


isyar-NaMyie-bsMey ake phar-ll aval quhaavem-bow- Wa d-\-1C-Nalercm ob qolepe-baahaal=) ar-bale m\-1 Mm Com eyd.¢ 
oh aero} ahi{-s auhate Mlero]umcw-Lont(-) hab baomcl-) ak-s-meyahcek- Wm e-bale(-meym ss ahural 
hardware. Over the following year he created interpreters for over 6 
qqhkon coyw- halo meyero)amsmer-haalstomaak-lolom-Mcsnaanie-bamhaay oy- lois al=iqom- tome al-y\alat- lol bal 
1d alms) = 1C=s- sas oll ololo}<j aid al-mos dro bl os LbAG) Moy mmdal-merey aay ol-bah\ mm /bl.<om-lend-i-re mahal 
SYoxo} amos d=sar-baqi=m Or-llbkjvomcyoyaaic-NaomcomaVohic-talveq-mhait-igar-lexe}ar-lm@Os.@ 
WAVLON @ir-halomoscorered ahundal-maa\-scoibbar-lm-Vontc-sahqung-mel-sslepal-san vom sialt-HhaMce 
joy coyaqke) com ahicwer-baaloce 


[Mike] We brought him over to the shows for PR purposes. We put 
fabiagW@-Wqkelc-l@-halemi'atal-w-valomobbal-vomqhiqg mm ian \¢-t-Melelole ll al emii(-mat-lo manga} 
over a couple of times when we were releasing a new product. He 
was great, a lovely fella, [and] great hair! He was a larger than life 
fod atch ¢-(oqt=) at-have Ii 's-tow- Me folole me) (o).<—m 


| Koyanaqt-bahiaesy @hels) ame r-haal=) cmhann\c-komnamd al-Merohaahel-hahimolmelerolam-mer-naqt-rmdar-ue 
1d aK=aval at-Komdal-yh apn q-]mr->.4 ol-sal-s aler-m- bale mkopavebal=tst-m aaX-saaley al-Meyi 
FYohtccsquabng=eum Malsayae (olmcon =» qel-sal-saler-mdal-mul.q-\molmCeat(cyalavice) (Tale p 

iofoto (oYoe OF- Ki 4 (=e: bale aw Wal -m Oro} bial mo) alae a\-3h al =} 1 Om \/ bles co)-yay 9, @rs) ol -leiu abba als 
Xero} a ale =i -(ou5 co) akcpuD) ¢-\e (oh aMeyAcm- bake ma'c-) ald alms qak- 102) al @xosaahaalololoyc-m On ie) 
sqat-Xol auhal=s-yam Moms aqt-lcelame(-sqat-balomm ssar-baMl wKo)/\c-badaMoyhal-rom@aU MON nab limanaal= 
FA Coyalersslol-makoaVinimacrorqbnhtcrom@-NaGk:iamM-rolaat-bambagat-l.emi\dalotiomorn ants 

pg elssanaatcsquc-halosami ahd amerosaayolont=) me l-sak-sc-luclom-bamsat-loMm-aleker-\omanhaambalce 
Sp golrosahalemedal-mbaloherivays 


MW =Loyaqt-VaWbaagt-V.dmojec-vale(-lhmidal-mecoyabal-leialoyal inne Cama aahia-lahtg 

ekovaay olbic-y an) cord am NHl.<-JMat-Vomct-1-1q Mahima c-Vonheloyat-lmeoyic-vanllGbriue-laleyakmey al 
foxoyqaholbnc=y anagt-Ver-VAha\-\-MacoM Mn aVhur-liwtmcie-baccvom i icoyd.ahalemi'andal fabbaalir-tow-] 
(exon (=v ar-V aut aa Mo Molo mdal-mAlibEec-Luleyal-wmioymdal-Mer-haal-weoloy a hammna| 

VC N C=) cece) (ol bh amo) mcroyaqt-1angal- Moy lime Mc LaMar-lam-cirlolitialomeblonht-la-vagkye 
at the time. 


hen \c-Yowe hand ql-w Wel ON, @roysuler-mai\dabitsjaley conn tecshate men e-l ol abkersMesdct-li-iemolau-bal 
a¥o)0)(=m Nid at-ham Morey qat-WaMnrie- towel at-llCoyale(-romcomolomdal-mcr-Naqi-mce) al anim aleany) 
employer. 


[Teoman] They were very crude low resolution images but 
Jol-r-VbLanablIAiMohe-hi\sq em Mom Mm @r- bale '\(-We(-imdal-Meone-\ 0) qhkot- vom (ole).a-l-melelelee-1s 
this?” asked Mike. I was not at all sure, but I said “Yes I can!" So I gave 
hom al-Mor-Hhaha-w- Have md ql-M eo) qbicjal-\-w- bale m o)lel.¢-lo moh om maqlolery-mm Mal-mer-Vaal t= 
that used plot and fill at the time were very slow. The more detailed 
1d al=myex—y al =wmd atom Coyale(-) im vole) aivomone- hmm mic Twalol@ ¢-1-1qmcomefemeleyisamdal-1s 
Covi we Oh alo) md al-Welcolene-Vaqhaat-1e-Mer-Waal-Mbl omy aidamdat-mlol-)- Mey mbryhale ma al— 
Foxe} aah oLbiC=y c-Met Tj C-) ono? Go) ala aver (1-1 al galore (-Mm hal-ik-t-lo Mey meveyahtd-yahucoyar-l| 
text being written to the screen the newly reshaped ‘alphabet’ was 
used to create bits of the final image. Like a mosaic. It was really fast. 
WW aY-whgat-Vo(-t-w-Yo)ol-r-Va-lom-Leaatos1amnatie-laldnvar- hale m hu’ ¢-\-w-lcrom-paaq-iaqlclais 
atv a qe) aim-y ea CorK-valam (atm baqheleyac-haia@-lmdal-manaql-M ol-ver-1ely-maqvel-i@aleyaat—) 
foxoy aq olbit-ye-meollom ahora at-aic-Midloyoy oni Monk} ¢mcom-ive)¢-- M(olmeymnagt-le(-t-meyam-vale| 

a Voy ecyomecj all Mm da-ytmar-Yo mtd) qimungahiccrombaiccyaat-lmaal-yqalova'e 


BABI <=) AY CON <s eM oy cole hb Kerk qle Met-haqt-\-M coy amic-vatm-saqt-ll@aal-yqaloyatmereyqahelentoias 
Wale mua\-moygolel(=1qaMiic-tomet-1aahavemdql-Mel-\e\-valmene-Ve)qhletwe a (-mel--slenal-vem-| 
system of characters to produce the graphics. [...] That's where 

a WYoyaqt- vam ctw bbaler-lit-ai-lell—y 


Moy qat-bal ie MaX-mc-lol qhable[b(-mic-Kom-yalar-Naler-lo Mm oyimdal-Mir-loimdal-Nmeomco mem (> as 

fod atch g-loqt=1 a-meceybl (oll ol-mic-Valelbiihimecoyaaloyhal-ce mesa co)omoym-r- lela Meoldal-y anon qat-l.c-) 
a hybrid text replacement. As well as simple rotation, a basic 
eWandabaqt-alom (oleslemoym.W\ DMO). ar tale -?.¢@2 MO A)A 1 O) Muni TMP Ey—l0 mo) 


fexoy galoyhat-mdal-Meod qt-e-leit-1 ¢Meclom a aloyi shale moos aay olbic-y mevole(—Mer-haal-mbamar-hale ha 
PNudatoblosamecoyaaloyhabbakemosbal-baimehacocBhamlqhicm hime hmaloidabnatemsl.c 

You abe lintambtcytale magt-Colabal-mevolel—meclom hm Malo] m-juaslel\tmecoyad-leimcoky-\mdarlt 

id alow-Vagi ‘cord aise. tmevole (qo mbal-tx\-yaqle) (=) eum Mal-Meol-ht-Wiic-Vw eo) qelelbler-lomialual 
Yohaqtem-Wahdabaqt-1a (om (ole slow ol bia iae’\-Komnale(-jol-yalol-yqim@meoymdal-matgel-me) 
computer chips it was created to run on. Quite a few projects were 
accomplished this way. 


Mike was delighted with the results and the press and players agreed. 
1 Kom Ko) (o oyhaKelt- bh al xa colepe-haqkswbamey-yolciaqlel-sacto mad al-lamadal-mepe-lolablerswa-(= 
shqKonq=rohlo)(-ym avo Moy a\-me(-1esmea\-mablesameper-luhaymoyleidbha-1mdar-Lany\¢-melomm Maloytg 

ol -sat-bbal Wmer- hime aX-shamet-baal smd atom rele (-meni(-) aud aX-meveyaqhel-1ahaleyal 


BUH ASC) PE oye. -to lo (<M \ Co) ololehimereybl(o Morey qal-Meollos-\- mm himigolb il (ole) @- laid alescy- 

re Wantmer-laat-cwmdal-meng-lo)qhlerw-ha-w-laat-yAhale mm K-loyaqt-hamm meloyamal cate i\malon im al= 
fo hfe hom elena a\-meroy bilo Msi dat-yq-w- Hale Mist1br-lmdal—molat-be-lei(—) alow chahe-eMolel qe) 
alow] oer hale NaF MON Coma dak Lomale))\mohlomiolemelomdal-ltay.Wic-vatme-li-iahi-rel 

gat hala Wve} aat-bae 


sake bhate mud al-menq-t-]@o)md atomic hice aVeAccsandenacmbale-y gat-helosat- lim \ios4— 
Fhe) eo gey-Kol al=ie Minas holst. com oy-hasal=) any \ahdal Ut-Natc-1m Grey aah letsm-halom\(-)¢-Melen=y c-1el 


“[Scott] was great, a lovely fella, great hair! He 
was a larger than life character and was a 
(e fofele me) lo) .¢-mm 


1d al=m=y ahah aomer-ie-l (ole solo} mer at-b¢-(oit-) bl elev alny\dabkel al (ol oy-l\-m- Mis a (=o) 

fo f-haal=iw ha oy a=t{=9 ahecromt-Mcie-lelel-) hale me)e)eloyaabnabiqimcomcverolaem \sidalsaat-ler-VAnal= 
sl atmo ml @rcy- high ale Mian \c-Komr- moe: bab om qa\-\-1 0a) om bem Moy mar!(omoymdal-maalessit 
influential forces in popular culture in recent years.”. Scott signed an 
To LOr-1Uhy mane banKom«-sateatccr-h melsr-lm-baomo)(-bahal-com-Mmcole-l mola e-mer-baal-whaManks 
Questprobe series. 


But the success came at a price. Even before the agreement Scott's 
olbig elena ar-lom-lndt-lohimcit-bac-(omcomel—rolihal-my nual abicmol-r-l.q@ akc senanale| 
several adventures per year, but now his productivity slowed, and the 
development of The Hulk too almost a year. For Mike and AI:UK, the 
[E-Yol oy imo} cole hb Keim’ \ic-lse-ie-baghale mon ol-m-Meropale-1aqber-nalomedal-y\mcele hale mi \salssa- 

id aloatany ccs asmbbat-lolk-mcom ecolehblet-mopaleshat-lm sam bbalol-sandal-maVent(-sanabn as 
jhahi=sgat-hakopat-lmar-baa\-macjeeceghi(cn 


[Mike] We were getting frustrated. We were getting demand like 

fon Ata Valo Mm al-mexolb long mame i oyolhiadal-morgolelbleimm'!(-mevej bl (oMcy-(-Mdalimaat-Vd.¢-1@ 
Joybiany'(-mexo bi (cbaMme(-mda\-Mer-haal-\Mobimmdal-y¢-mcomagt-l.<-¥-1-1 alo] bh-maqke) a\-\\am Eom 
Scott wouldn't let us create new products. He wouldn't let us produce 
EVahimolerol aw Vol-haaM-w-lont(qyahgbiq-\-Moymer-1ghahige)hag-lo mame al-Mivk-hatc-]Mer-haal oe 


|p cohaamdaX=molt-babal-yomcolt-l oy m Wm \UL-Nalc-lmer-baalstspmsloro lume} colelbler-lo mip rimd alt= 
dabaciom- bale Mr NiK=lomcomahabliamdal-miolebadamm han’ \c-lwahee(-lhimaablciuc-LenalemKoyd 
PW Ol Guida lope patc-1qmdalom->.couht-yaal=sahmeymdal-mo)alephat-lmol-r-1@ar-Vomiceyd.¢-1e moval 
EMR Batis] mer-haa\-movaMdalssparoi\aam bam al-m ale) ol-mamcolbltoms\-\-maal-mblelalmolmor-hta 


OU US<=) Ie I ak-Vo mr Mo (-slenqmeloyal-mioyaidal-moy li) mol ebac-y amd at-lannicolbllomat-\ic-Mel-1-1 41 
the first one. It would have been amazing. It was very frustrating. 
There was such a big gap between [the Questprobe games]. They had 
1d ahisMed at-We-Koi(-ymer- li K-vo md al-mene- halo m@ bate |PREVhvey ami daulolalUt-Valc-lm qatelel-li-1emeyal 
NYeroluar-valomolenmainagmhaicomdal-Mecoyqah (om Mal-wqqt-Vad.¢-luhalemojojoloyquvnahi giannis 
shaahqatcyaty-Meolenmeoh(obaMmm@eUNLC-Mat-Nejol-vam\/al-iqM hae) aleelcomat-hic-meleyql-m 


ArcsqMaiaheamdalomaat-scoiebat-l@spar-lall Koh) \c-badameyaleley-bacmm UbI.<omecolbliobame 
qak-icel ame (-saqt-bale mon maenaanbavem com quk-meabl-jc-1o mero) |K-r-leibl-mcomet d-t-lc mo) alenbareli 
IP. When he featured on The Retro Hour podcast in 2018, Woodroffe 
fotos aahaal=yanc-com-hamaken'\me |Onlel data spar-hamecelel(omerd-t-Nc-m-Vohic-sauabnc-cMmanic-llahate| 
1dal=moygolehbKelentaqimosmaVel-baatcm auhaat\-]immObahioyaqunat-iu-]hvamdalomcy- beats 
eroyah'(=3)(o) aed ol] Um ab beauhale Molehm@er-baal-br-NA=saer-haalom ity el-rerr-liamd al 
Mysterious Adventure series] had also burnt Howarth out. 


BUEN Cod Md gulag hay at- hal al-Vomdal-m-r-Vaal-me)cole)(-1qqm-\slecol4 ale (-W al-\om-yey eal 
great success with his early games, and the success distracted him. 
ATi "Mat=rall at-Molbialghtcwaqhbatemcom iam al-mecolbl(om aalolel @-bam-Voal(ciahabhg-Moleimnal.! 
a1Nc=t=1.¢-9 alo Wa aK=ma cK o) al=yaloyaat=yat-lem hun cLwe(-1qunale mali iole Emr halemaht-maahbatel 
to it. 


ae) 
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H voce BOULUMS out : 

Ire —-> "LOOK, JUMP, SHIM, CLIMB, FIND, 
TARE, SCORE, DROP" and any other verbs 
You can think of... 

—--TELL ME WHAT TO DO FY YELL BEAR 

Bear 1s 50 Startled that he FELL off the 


ledge! 
WHAT TO DO *¥ GET MIRROR 
WHAT TO OO ¥ GO THROWE Roon 
WHAT 


7 
TO BU fF 
* i 


WHAT TO DO 











You are at Tropos customs, taxes must be 

Paid, the two Arcadian duty officers look 
Et over, Searching for an excuse ta 
eftain you. 


» LEAVE ALRLOCE 


* TALE TO OFFICERS 
Une Arcadians regard you with contempt | 


~~ 


STAND BACK 
SUPERMAN, 
ICEMAN, 


SPIDERMAN ... 


PaXOhic-salgond-MsloyA@ny(-s4-mee) aha g-le1t-oMohiminit-hicoloyamOholosau misal-mojelelbnjal-ye 
Tynesoft in 1986 to write Blizzard Pass [by Alan Cox] and a game 
based upon geriatric superpowered kids TV show Supergran. 


“That was a bit of fun. Trevor Scott got the licence for Supergran 
Wale mer-haa\-mcombrmcomal-liomiahdamdalmi\aahenale muhan\c-tom- C= gale) (-m el celelblolt 
but was great fun to do” recalls Mike. 








DESERT ISLAND DUNGEONS 


Or-Vagisbalem- Ms) abheyaat-valmoym UColeaitcNm-Nalomea'comU-p.aar-Vohtc-salabnd-\semy UBN.¢-M)\fololehcovai- ms 
et- he fom-sabhemabbal-m-\epcolbealemm's\i-bc\al-romr-b-Jaleo) comm alom-h\c-BAecwact\eus (sm as\-lonnalemaal= 
warnings not to get the creatures wet. 


I would take Zork, I'd have to choose Pyramid Adventure from Radio 
SY a k= Nod ear- Wale Mey a (= 4 (olel Mw (ol gal- ml ehi Mm hatcolero)qaMemedal-y\moycolelelaia@-Mmaloiiy 
vohhaqt=yak-yKoyaMmcomd al-mer-haqh-t-w- hale Mm’) (<1 (ome nd-}-hay es gololblort-wm mob lesalg alo mcomr-l.¢~ 
gah! Mey sam ol-ler- holy md at-hacmal- holed alq' sume) s)el-) cerca mem hmeovalhim mee biiomolenatant 

s Sd qX=i ale Me fo)md al) q-mm Me meoycoley-lelhime-l.<-m WM el-m Gre) (o))i mo) miE\er(ome-halom Mom at-htc- 
to take Guybrush in The Secret of Monkey Island — does that count? 
Bi atc Lan ctw Lek aome (ololommim colo). md al-midale)(-me(-yaha-mcom-hatoldal-ya(-\2-16 
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